EDITORIAL t 

The Editorial page* are wfint the free- 
lance concept was invented for. A 
responsibility as appealing us Arms 
minister to Iraq. 

fff W5 8 

Cademasters reveal their Skidmarks, 
but Claire's are still bigger. Hec ho. 
Oh, nnd Mortal Kombat 3, if you hap- 
pen to be interested. 

PAUL'S tips 42 

Paul is So eager ta get I h e f re s best 
tips, he's invested in a mobile phone. 
He consults the lips Index for the lat- 
est price info: buy, sell, buy, sell. 
Actually, thafs a lie, bur his Mum 
uses it to tell him his tea's ready* 

YOB 88 

This month's selection comes from 
'readers' in the broadest sense. I 
would imagine 'picture browsers' 
p rob ably describes them better. 

Q&A 92 

Welt howdy doodv, if s the bit where 
you ask the questions you were just 
dying to ask, only to he told how stu- 
pid they were in the first place. If* 
just one if those i earning experiences, 

MiGAMART 96 

However mam/ entries fur this mas- 
terpiece of mngaiine content I write, I 
know that each and every one is sh-+ 
Sometimes poetry comes out of 
nowhere* Like load farts. 

NEXT MONTH 98 

We found something good this month, 
far the first time in ages, So please 
don't intentionally miss this page, 
like you normally do. Sods, 



REVIEWS 






II MEGADRIVE 

mm pitch m 

After the beer, after the parties, 
after the helicopter soirees,, T-shirts, 
and Stamford Bridge bashes: How Did 
It Fore? A new football game shinier than Sana's head 

ADDAMS FAMILY VALUES 72 

htorticia dropping was the start of the 
family's trouble* Just as they are 
looking forward to same finppy- 
sniffing, the nanny from Hell takes 



BRIAN LARA CRICKET 76 

Definitely the most exhilarating sport that pensioners are 
actively involved in. Apart from the Sainsbun/s battery-far 
endure. And shilling nicked produce undfer thuir big hats. 

PUTTY SQUAD 78 

As this is a game fat daug hballs, 
it's a surprise some of our rivals 
didn't get to it fitsl. But we' re mast 
pleased to have it. 




i <s MEGA- CP I 

ROAD RASH CD St 
CTCRNAl CHAMPIONS CO 86 

I 32X I 




NFL QUARTERBACK < 
CHALLENGE 82 1 

Interesting to see what Acclaim have 
done, and what they haven't done, in their first MegaoVive to 



32X conversion, 




SATURN 



DATTONA 58 

Thank God AMI were on the case to create the second com- 
pelling reason to have a Saturn. Turn on r rmv up, burn out* 




COVER STORY 14 




4 Bvbofnik 
shows off Ms 
paste/ 5 Andes in 
hi$ 32 M ate but* 
WkafaeKi? 
PofVs«*t 
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There are certain things 
that tan only be dene by 
two people, ir Jr e 
three-legged rates* 
Chaetix is the video 
game equivalent of that time' 
honoured event, set in a psyche- 
delic world of earnest 32X-ness, 
Our review reveals it this Is the 
game to make the machine. 
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GAME GEAR 




MSG MIow fh-eEt refnarkable take on i 
James Pond last month, with an " 
equally faithful handheld homage to the 
Jap mega hero. 




A Hm Pihh barges in for Ifce 
rericMr frefffnwnf . fs if 0 MM 
beater? Juit read it, ML*. 




m A ftfJr — irtcr pre view rtrng 
of Sieffar Assntfff. Serouse ww 

lufcc ft f Strut* i wrhjn 




FEATURES 



PRIMAL RAGE 20 

The first part at a comprehensive look at 
fh is badat & b#ot^^^^^^^^ 

^.X* <>f ^te 

antiquity ^^S*rtBta*K^^ 

battle in Milton 

Keynes, Cleefhorp+s, Middlesbrough and 
a I her locations on the edge ol sanity* 

PtNOCCHIO 30 

Wh a* ^^^BF^i^^^^ 

seterid film j^jp^.i-a ^^^B 
Is going to ^^^"^i^a^i^^S^^ 

be Virgin's fourth 

Disney game, This progress report shows 
their London team getting to grips with 
his growing appendage and jimmy 
Cricket,, the well-known Irish tamed i an > 

THE OOZE 28 

Re startled by ^^gp^^r^a^^^^ 

depicting -^Uli^lli^ 
green bogeys of vari- 
ous sixes? Okay, so the pics look a little 
dull, but it's got real originality, honest. 
Seaa's new hero comes from a jelly 
mould. 

PETE SAMPRAS m 32 

Tennis' Mr Interesting 

section this -^^til^^^ 
month. Codemasters are adding lots of 
improvements, so we're sure it will be 
wprth another HQ. Oh yes. 



JUSTICE LEAGUE 34 

Remember Wonder v/aman — w 
taught baddies ^^^^^^^ 

soa Nottoo "^^^^lli^li^i^^"" 

convincing was it? 
Still, all the Dads farrtied her. Well 
Aulqim's new beat 'em up has her deliv* 
erlng goalie-kicks and the like. Must be 
the Nineties. 

INDIANA JONES GREATEST 
ADVENTURES 36 

Lutas Arts person- ^^^^^^^^ 
ally oversee ^^^KtF^^tt^^ 

insertion \*:<1<Z 1 1 ^I*" 
of their SNES ^■^■■te^^ 

compilation game, 

And it's lookirta.„well, you decide. 

VIRTUAL HYDLWE 38 
STELLAR ASSAULT 40 

Yes, again. 

MM SEGA 5 
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The depths are certainly being plummeted in this the latest 
instalment of cash far photos, Oz gtew so depressed with the 
levels to which humankind is capable of sinking thgt hg disap- 
peared into the office toilets with a plastk knife to end it all. 
Panic enveloped the office as we hurriedly searched for o cam- 
era to get a pic of his dying moments! Keep em' coming! 

Not only is this a six-man pyra- 
mid but it dates all the way back 
to 1973! Check those haircuts! 
And that bowler hat?! No doubt 
they were all on the funny 
smokes! A definite classic. £45 b, 
ike r hairing its way over to you 
S. Wright and a £5 bonus for the 
sheer Seventies quality. Take it 
easy, rnan p and faith in the 
beard. 

J J J J 

Stephen Ellis sent this picture 
in of his dad (left}. PC Plod is 
his right-hand man apparently. 
This doesn't strictly fit into any 
of the categories,, but it is sooo 
sad that £10 is thundering its 
way to Toyland! 




HMO 

Without a 
shadow of 
a doubt 
this is 
price- 
less! So 
this is 
your dad, 
eh Greg or 
Thomson? 
Oyr sincerest 
condolences. This would normal- 
ly earn you £7,50 but because 
we're a compassionate lot here, 
we've decided to throw in anoth- 
er 5 Op for those truly monstrous 
sideburns and that aromatic 
cigar! 




■EDITORIAL 



HERE'S A FOOT! HERE'S A 
MOUTH! GULP! 

Oh dear, we shouldn't have said that,., 




ii j 



STEVE 

Steve's most Embarrassing conversational faux 
iMtt wOf rt r 1 actually his awn. "I was working on a 
mag where the affiles were all pmrtHiHied by 
exceedingly Ih in walls. We were expecting a visitor 
from a software house, and one af the of hers said 
the Pfl air! hnd d had hygiene problem, Hot know- 
ing she had arrived and was standing in the ne*t 
off ire along, one of my workmates strolled up la 
(in* and mid 'So when's thai smelly bag turning up then?' No sooner had 
he laid H than the female In question was standing behind him! 1 ' 

m 

Cue's infection wHh foot-in-pnouth disease tpraatj 
up while walking with a new acqunintanre^ "'W*: 
were strolling along jhaftsbury avenue when I 
stopped Id look nt □ play Tony SI artery was in. 
Qvile innoietirty I started poising wrHy comments 
an what a far git he r d became when suddenly I 
realised something — this friend af mine was 
none to thin cither!" It was 'bye bye friend!' JU 
th is point, as Cos began mahing desperately the- 
atrical U-turns. 

02 

(h p s started ribaaef a worn chum who was |itlkg 
a litile anxious aver on appointment one of tie 
office's 'Big Cheeses'. "You're, gonna get socked!" 
Ox started chanting in strictly jokey manner. But, 
sure -enough, when sand work chum returned from 
the 'thof he had been sacked!. Heedless la say 0i 
has, never forgiven himself 

CLAIRE 

Clairr's unexpected toot- lunch came when she wai 
having a nailer with a work colleague oad his girl- 
friend, lite chit-dial turned to the previous night's 
Sega shin-dig. "You were having fun at Hie porly 
last nighr" she taked to the poor fella, whose girl- 
friend immediately so id "I Ih ought you were warn- 
ing Miie?£ p Having succeeded in planting the rela- 
tion ship's seeds of doam r Claire made a sharp exit 
stage-left! 

PAUL 

Paul's away on holiday. Sod . 

Mi 

Rod's moment of cringing came after he'd heard a 
friend who worked in the *ome place as bim had 
been sackedL 1 rang Mm up ft offer my commiser- 
ations" says Automatic "hut he simply replied, 
somewhat bemused t thnt he didn'1 know what on 
earth I was talking about. If turned out that he 
was due to gel the sunt the next day and just 
about everyone knew about H except the man 
himself. Heedless to say I started spluttering 
interference down the phone line!"" 









NEWS 





NEW GAME 

BV MIDWAY 
ARCADE 



L KOM 




After rumours and speculation galore, by 
the time you read this, a spangly new 
Mortal Kombat III machine should be 
ensconced in an arcade near you. 
John Tobias - " and Ed Boon's third 
addition to the MK family 
offers the same side -on view 
and digitised sprites af the 
first iwo, but they have 
expanded the num- 
ber of characters, 
moves and secret 
features beyond 
any MK fan's 
wildest dreams. 
Eight new characters have 
entered the Oulworld for 
another of Shao Kahn's fight- 
ing tournaments, and these 
include Kano, Sonya, and a female 
Goro called Sheevo. Similarly,, these 
ere joined by six old MK hands, as 
Scorpion, Sub-Zero and Liu Kong ore 
among those getting the update treatment. 
Other graphical enhancements include thirteen fully 
animated backdrops, which are 3D rendered to add extra 

depth, and a series of hidden warp portals, which allow the player to smash into dif- 
ferent areas of the backdrop for a split-level fight! 

In terms of gameplay, we're in familiar territory, with ail the usual kicks and punches 
offering a variety of offensive moves. However, Midway have also added a run button 
which, when used with the existing six, add extra power to the moves. By far the most 
innovative idea, though, are the small icon -based panels which comprise a special 
code. The icons are made up of player heads, question marks and a series of similar 
pictures, and if the player pieces together their meaning, new and extremely powerful 
moves are added to their character's inventory. In order to milk this idea for alf its 
worth , Midway will then be leaking clues as to what the codes mean, extending the 
longevity of the gome. 

As of yet, only the PlayStation and Atari Jaguar conversions have been confirmed, but 
expect the announcement of an imminent Saturn version in the next few months. 
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FOREVER IN 
SPANDEX PANTS 

Once again MEAN MACHINES, the 
m NEW GAME home of the exclusive, is the first with 

the big-name games. Just feast your 
BY ACCLAIM slightly watering bloodshot eyes an this 

— the first shot of Acclaim's hit in the 
9 M E C A DRIVE making, Batmo n Forever We ' ve seen 

the gaming running and it looks like 

it's going to be big. There's none of 
this cop-out platform game stuff, this is going to be a scrolling, violent 
punch-up mass-bundle of a game featuring digitised characters, 20 bat 
gadgets, a head-to-head 
mode and a two -player ^ . a 

co-operation feature. B _£ £ 
Providing the program- 
mers don t go mental, it 
fooks as though develop- 
ers, Probe, have created 
a game that could rival 
Mortal Kombat 2 for vio- 
lence, and beat it into a 
bloody stain when it 
comes to specials and 
hidden extras. The 
gome's slated for release 
this summer around the 

same time as the movie, and you can be your bat-boots that weT 
bringing a full preview as soon as poss. 




BAT III 




A Tft«tt two practice tfieir Bruce f ort jrfft 
impressions before the moUh proper, 



ELECT YOUR FIGHTER 




A the Question o/ Spart -sfytee phyer selftrt 
Spot Sharon Davres an the left? 




CODIES TAKE ACID 



^■^■■■■■■^■■■■■^^■r ' ™ — As if Micro Machines II wasn't 

I good enough, Codem asters 
I have teamed up with Acid 
^^^^^^^^^^^^^^^T^^mF^^^F^M Software and intend to convert 
k^HflH^hA I the Amiga roadraeer, Super 

^^^^^^^ff^^^^^^^^S I Skidmorks, to the Megadrive, 

^ Using the same overhead view 

as Micro Machines and its 
sequel, Super Skidmarks has more detailed graphics and complicated tracks, 
with up to four players battling it out for the besl time and the bonuses 
which are scattered across the courses, Micro II fans should be in their ele- 
ment, as Skidmarks also contains a similar array of vehicles, including trucks 
and stock cars, but whether it plays as well as the 95%-rated Micro II will be 
revealed in an upcoming issue. 
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SAC RE BLEU BUG' GER ON! 



NEW CAME 

BY INFOCRAMES 
MEGADRIVE 



I Spirou 
means 
nothing as 
I a title to us, 
but wiFI 
probably 
send the 

hysterics, He's one of those unfathomable Go^kV"* 0 
toon characters that Infogrames put into their games 
and Spjroy In particular looks Tike an accomplished ' 
addition to the Megadrive platform game library 
Kelymg on a huge amount of animation and lots of 
vonatrons in gamestyies, Spirou arrives some time this 
Summer on the Megodrive. 




JVC COME OUT 
FIQHTIN 





In search for a next generation icon, 
Sega have come up with Bug, the star of 
a revolutionary new platform game that 
could only be conceived for the Saturn, 
Bug is a cute insedoid who inhabits a 
less friendly world of creepy crawlies 
and predators, The innovation is that the 
Pu« j t n ku * pi j ■ P latfof m network he explores is in 3-D 
Bug j* able to walk and ,um P m and out of the screen as wefl as left to 
rtOhf, enabled with some amazing hardware scaling. There looks like 
being tons of huge levels, with opportunities for special FX eve- ep of 
the way, and slapstick humour. Bug 
is looking like one of Sega's biggest 
titles of late 1995, and as an 
American production ft will only 
arrive with the Saturn launch rn the 
US, so even owners of import 
machines will hove to waif for 
another five months. 
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UNDERLAY, UNDERLAY! 



m NEW GAME 

• BY BULLFROG 

• SATURN 




One of the better games for the PC 
of late, Bullfrog's Magic Carpet is set 
to touchdown on the Saturn some- 
time next year. With their newly- 
arrived Saturn development kit sit- 
ting in their offices. Bullfrog are 
keen to porf os many games over to 
it as possible, with Carpet the first 
on the runway. Magic Corpet casts 
the pfayer as a wizard's apprentice 
who has .been left to glean up the 
disruption using a series af spells. In 
order to do this, though, he flies his 
scrap of Ax minster post the dragons 
and beasties now inhabiting the 
world, blowing them away as he 
docs so. Scoring extremely well on 
the PC, we re looking forward to 
Magic Carpet's Saturn debut. J 



CHASE ME! 



m NEW GAME 



m SATURN 




— — - 



■o 



With the clamour surround- 
ing Daytona, and the news 
of Sega Rally and Virtue 
Racing, Segas new racing 
project, Grand Chaser may 
get side-lined. That would 
be unfortunate, as this 
space-age racer is looking 
very promising. Grand 
Chaser uses polygon CGs 
like Virtua Racing fo create a series of futuristic tracks and 
spook racing sleds. Reminiscent of Nintendo's classic F- 
Zero, these are fitted with weaponry and take damage 
from collisions. This is one scheduled to follow the officio! 
l launch quite closely. . 




NEWS 



GUNNIN' FOR YA 



m NEW CAME 



Gunstar Heroes, all-time classic 
and Golden Joystick award win- 
ner, is being reprised, but this 
time using the prowess of the 
Game Gear The blasting action 
and distinctive graphics thot can 
only be Treasure are included, along with the remarkable amount 
of bosses and deadly things, and gear link dual player mode. 
More news J as it happens'. 



m BY SECJ 
m CAME GEAR 



CRYSTAL TIPS 



^^■■■■■■■■■■■^H Pictured a couple of 

^^^TT^LJ I months ago in 

I news, we are able 
I to bring you more 
I concrete details of 
^^^^C^^^^^^^^l Sega s sumptuous 

—I ptatformer Astal- In 
gome play terms it 
follows a familiar platform line, but the graphics, 
soundtrack and effects are tremendous and unprece- 
dented. The plot follows a crystalline kingdom under 
attack, and the ubiqutuous princess captured by 
forces of evil. Astal undertakes to rescue 
her with the help of his lilac feathered 
friend. The game has some panoramic 
scaling, which zooms in and out depending 
on the turn of events. It looks like the per- 
fect 32 -bit echo to games like Mickey 
Mania, but Sega are unsure if it shall get a 
UK release. Importers, however, should 
have it soon. 





NEWS 



UNDER THE KNIFE DEATH'S HEAD 



^^^^^T^^^K^^^^^J I Those interactive movies ore 
kj^ftHH^^LflfH||ijJ I flying out thick and fast, with 
H^^H^I^HlHHfl I another battle picture due 
K^^^^^K^^yj^J I from Sega — Surgical Strike. 

I Using a control system similar 
^^^^Lu^^^ ^^^^^^^B to the point-and-fire gameplay 

of Tomcat Alley, Sega claim 
this is the most interactive attempt yet of bringing video footage 
into gameplay. Players consult a city map, which enemy forces 
drift around. Your choke of trouble spot has a strategic effect 
on the development of the game. With standards of sound and 
graphics similar to Fahrenheit and Midnight Raiders, Surgical 
Strike will join these titles for a late summer release Although 
they are almost complete, Sega are waiting for their 32X com- 
patible counterparts to be readied for simultaneous release. 




NEW CAME 
BY CORE 



Core are aiming ta attract 
the unruly Sot urn -owning 
tendency with Mochine- 
headr Slaughterhouse 
Earth. Nominally it's the 
follow- up to Core Mega- 
CD success Battle corps. 
Existing as little more thon 
some dernos and a series of concepts, it promises lots of 
killing and not for the faint-hearled gamepiay'j plus some 
ravey 'altered reality' bits. Looking to us like a worthy con- 
tender in 
the Doom 
genre , the 
slam suit 
ultraviolent 
antics 
should 
come to the 
Saturn, but 
sadly well 
after the 
boring PC 
CD ROM 
version. 




LIGHTNING STRIKE 



I^^^^^^^^H^^^HH I AM3's next arcade release is 
^^^^^^^^^^^^^^J I World Striker, Sega's first coin -op 

I sports game for some time. Using 
I the Model 2 board of Oaytana and 
I Sega Rally, its offering textured 
I polygon fooly with all the virtu a 
^^^^^^^^^^■■■^^^^B gubbins we've come to expect 

from the accomplished Sega 
Amusements division. However, our critical eye will be on the pos- 
sibilities of conversion to the Saturn, to present a more appealing 
alternative to the lacklustre Victory Goal. 




SURE 



U 



BV CORE 



NEW CAME Urban and field warfare combine in 

Shellshock, a tank blaster modelled on 
pvr ^fmmm^ classic lines from Core. In the early 

^eW Uw tUKc stages of development, they were able 

^_ ^,fc W to * a ^ e uS around a fast scaling airfares 

^eW A« Jl base layout to show how the game is 

taking advantage of 32X power 
Boasting amongst other things, hip beats' Shellshock should be per- 
suading us around Chrimble that military service is not oil potato-peel- 
ing, Unlike magazine journalism..,. 




NURSE! THE STIRRUPS 



m NEW CAME 

m BY BULLFROG 
m MECADRIVE 



Yes r this is going to be a 
cry emanating from a 
Megadrive and Saturn 
near you in the distant 
future. Hot on the heels 
of the brilliant Theme 
Park, Bullfrog are cur- 
rently working on 
Theme Hospital, which replaces the assorted rides of Theme 
Park with bedpans and limited beds, and charges the player 
with the task of making it profitable. Unless Virginia 
Bottomley owns a Sega system that is, in which case she'll 
close it immediately and moan 
about the gome's lack of last- 
ing appeal. The game is cur- 
rently in the embryonic stages 
on the PC, wtth concrete details 
regarding its appearance and 
content still under discussion. 
Even so, well be keeping a 
very close eye on this one. 
"Nurse, the bedpan../ 
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PYRAMID POWER 



IT CAME 

CORE 
'URN 



A HCUf raiUlC Nothing con- 

9 HEW WHmfc crete to see ijyt ^^^^^ 

cm exciting con- M M 

^ BY CORE cept revealed in ifl 

Tomb Raider, ^Bj J 

9 SATURN another of M 

Core's 32-bit ; 
projects, A feisty female adventurer constructed 
from textured polygons explores a huge labyrinth 

of 3-D tombs in a mixture of adventure and | ■ 

action game styles, all in the pursuit of an 

incredible secret' Core are not revealing anymore, for the time being at least. 



GET INTO Mf'Mf JUDGE DREDD 
GEAR BOOKS GALORE! 



m NEW 
• BVU 


GAME 
IS GOLD 


m ga 


M 


E GEAR 



US Gold's Game Geor 
support shows no sign of 
faltering as they unveil a 
handheld conversion of 
Power Drive. Converted 
from Rage s I6bit original, 
Gome Gear Power Drive 
looks extremely close to 
the Megadrive original, 
boasting most of the 
courses and time trials, 
including snow and desert 
course Sj and obstacle 
courses most rail/ aces 
would balk at. The 4MEG 
tort is roughly 80% com- 
plete, and a full review 
will grace this very mag 
next month. 



E^HHB^BIBH I We've gone a bit 

^^^^^y^J I Dredd loopy of 

I late, and our 
I madness is set to 
H^IHHH^flH spread to you 

we offer you the 

chance to win one of ten sets of Judge Dredd books 
from our top mates at Titan Books. Titan ore offering 
ten sets of 'The Apocalypse War' and Classic Judge 
Dredd', both of which come highly-recommended in 
the JD supplement bundled with this issue. The 
Apocalypse War sees Dredd escaping from a Mega- 
City One left shattered by on East-Meg attack, before 
taking the battle back to them, whilst J Classic Judge 
Dredd" starts from the beginning, and is a brilliant 
way to see how the character evolved To win one of 
these sets, just answer the following question; 

What is Judge 
Dredd"' s first 
name: 

A. Joe 
B Julian 
C. Jamiroquai 

Scrawl your 
answer on the 
back of a post- 
card and send 

it into I'LL GO UP TO FOUR COMPO, at the usual 
Mean Machines address. All the usual rules apply- 




YOU DON'T SAY 

Anyway, he says to me and I 
says to him.., 

Hottest rumour currently doing the 
rounds is that Ride Racer could be head- 
ing for the Saturn. A little dicky bird told 
us that the PlayStation s greatest (and 
only) racer is currently undergoing the 
conversion process, ond a Saturn ver- 
sion could appear within a few months. 
That should put an end to all those calls 
about, which is best, then... 
Ocean's Waterworld game is in the 
hands of System 3, the chaps who made 
their name with countless Lost Ninja 
gomes. Apparently, it uses a mixture of 
platform and 3D boat sub-games. No 
isometric Ninja attacks, then? 
Whilst Core are busy rewriting their 
Mego-CD hit, Thunderhawk, for the PCs 
(refilling it Thunderhawk II in the 
process), word has it that the 32X could 
be ploying host to a proper sequel at 
ony time, using the some sort of tech- 
niques as the Scavenger pics we printed 
a couple of months ago. 
All together now: aaaaaaaaaaaaaah! 
Remember how Mean Machines laid 
into Loadstar a few months ago, stating 
it wos... well, complete crap. Well, after 
months of waiting, BMG have scrapped 
plans for its release. Not that it'll be 
missed. Oh yeah, whilst on the subject 
of scrapped Meg a -CD stuff, a huge 
cock- up over at Time Warner means 
theif Lawnmower Man CD will also 
never see the light of day. A duplication 
error meant that the American NTSC 
code was duped instead of the 
European PAL and as a result wouldn't 
work on UK systems. With the game 
hardly over- performing in the score 
stakes (42% within these pages), Time 
Warner decided perhaps it was best left 
as it was and scrapped it. Ouch! 
Finally, dont expect to see Sega's 32X 
platformer, Tempo, on these shores: it 
has been killed off. Adding to fuel to a 
rumour that the 32X just cannot handle 
platform games. A daft oversight, sure- 
ly? 

Til next month, 
Pip pip 



AD AGAIN. 



UTS' s: w 





PLAYERS 



GAM! TYFE 
PLATFORM 



— 



£59.99 



OPTIONS 



CONTROL: JOfPAD 
CONTINUES: BATTERY SAVE 

SKILL LEWIS: 1 
RESPONSIVENESS TRICKY 
GAME DIFFICULTY: 
EASY 




Certainly Sank inspired pint- 
form japery, with same 
experimental 32X hardware 
dabbling thrown in- 
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TAKE THAT AND PARTY 



After playing Chaotix, you'll know each contour of these 
five guys, and what they're best at — intimately: 

KNUCKLES 

Indisputably the team leading Echidna, with his 
previous gome experience. Knuckles has the 
benefit of a supers pin attack, plus the power to 
glide in mid-air and scale walb. 




ttPXO 

The chameleon takes second 
billing. He has dizzying spin 
powers, which give him massive 
height when thrown upwards. He also takes 
climbing at running pace! 

MIOHTV a 

First armadillo showing, and look- M 
ing suspiciously like the Blue One. 
Boring in our estimation, with no motes. I 



VECTOR ^ 

Irritating reptilian type, who ^ 
compensates with an amazing 
turn of speed, and a spiny spin 



wall 



CHARMY BEE 

Tiny and unassuming, but 
remarkably well j 
endowed. As Charrny has j 
the power to fty, he can pull I 
his partners out of most kinds 1 
of trouble.Terhaps too useful. 




THE TElfSXON XlfSXDE THE 

Chaotix seems to hove been constructed around the bizarre control method. 
Instead of controlling one character^ you have two, bound by an unbreakable elas- 
tic chain. Directly, you control one of these characters, much like o normal plat- 
form game. But the link effects the physics of all your movements — running 
acceleration is slowed down, falling acceleration is increased, It also means that 
you have two potentially vulnerable characters (though only the main one con (ose 
a substantial amount of rings). 

But while the link mokes things tricky it also offers benefits once you learn to 
appreciate the 'feel' of the gameploy. The secondary character may be anchored, 
and the main character stretched away to create a high-tension spring. When 
released this produces Sonic- style superspeeds. More sophisticated catapu 
manoeuvres ore possible, with the main character spinning past the anchor char- 
acter and dragging him along, The main character con also grasp his anchorman 
and throw him to higher platforms, grappling- hook $tyle r making it the most versa 
file control system yet. 



PAUL 



these tend to take tli 
ncy out of ring collet 
Everything else in th 
e h fine, and you 
y couldn't ask for a 
'-looking Sonic-style 
e, but the tack of 
e rnent put q real 
per on it for me. 
Surety it wouldn't have 
taken that much to lab a 
handful of extra Badniks 
into the mix? Because 
without them, this is just 
not half the game it coulc 
have been. 
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Sub games, having become a tradition for 
games of this type, are represented by the 
following two contestants on Sub -go me for 
Europe 



This is the Sam Fox sub-game: big, boun- 
cy but not overly satisfying. Secret ring 
locations mid-level v/j|| warp the charac- 
ters to a bottomless pit with psychedelic 
notions. Strips of rings fly out towards 
you, along with a series of multi-coloured 
tiles. The only thing to avoid are ihe exit 
tiles, which end the plummeting session 
with a jolt. Best to stay ond mop up the 
points bonuses ond special icons. 



.<.urse 

Pings 



9* 




'.1 i'lr 

ST r: d 
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k KEEPING 
TABS 

BiH and pieces turn up m iconic 
form throughout. Some hove 
effects on the character, where 
others fulfil their usefulness 
later in the ante room. The in- 
game icons are held in the 
familiar Sonic monitors. Their 
effects work an the character 
who activated them: 

BIG 

Bloats one character into o tow- 
ering personage, pnd enhances 
jumping pnd throwing powers 
in doing $0. 









SMALL 

Reducto ad absurdum. Being 
this small prevents you doing 
anything particularly well, 

SWAP 

Lead character becomes 
anchorman, and er, vice versa. 

REPLACE 

The character an the monitor 
temporarily fills in for your own. 

5HHLD 

Same as Somes past and future. 

INVINCIBILITY 

The blue one has lent his span- 
gly mantle of unavailability. 

5-LO-1V 

Found on the foiling sub-game, 
this slows down the level 
roulette to a manageable 
degree 

GRAB 

Found on the falling sub-game, 
makes the combi-snatcher easi- 
er to use, 



SOUND 



Betler runts than 
rk Irnl {Qyple of 
Sonic gcmrs, wirh 
hhtib aui und out 
^lorrner$. 

Li [1- music Survives in some placet 



j 



PAYABILITY 



The oll-iifrrf 
metlwd of [onfrol 
grata fm im-rneclioTa 
alienNon. 
T The Ifiveli rhem- 
wbes lack locus and content 
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Currently swallowing 
quids and natives 
galore, Atari's Primal 
Rage coin-op has been 
billed as the reptilian suc- 
cessor to the gory goings- 
on in Midway s Mortal 
Kombat series. 

Starring seven prehistoric pugilists, 
Primal Rage offers ihe player con- 
trol over a rubber monster Ray 
Harry ha usen (the model-maker in 
I hose old Sinbad films — ask yer 
Dad} would be proud of, The game 
ts set on an Earth cooling after a 
series of volcanic eruptions, with 
the seven mighty beasts fighting it 
out for global domination. Each 
creature currently governs a conti- 
nent, within which they are wor- 
shipped by a selection of barely- 
evolved humans. Having chosen 
your monster, the basic aim of the 
game is to defeat all six of your 
opponents and gain worldwide 
domination and adulation from the 
little people, 

Time Warner are the people with 
the rights to convert the Atari coin- 
op to the many home formats, and 
in the first of this two-part Work In 
Progress, we'll be going behind the 
scenes of the coin- op and the 
forthcoming Megadrive gome. Next 
month we'll be taking a deeper 
look at the game ilself and unveil 
the first pictures of the supposedly 
arcade -perfect Saturn version. 




1 



I LIKE TO MOVE IT 

Primal Rage evolved from an idea two Atari developers had 
over two years ago which was provisionally called 
Tyrannosaurus Rex. The coders, Dennis Harper and graphk 
artist Jason Leong, had been tinkering wrth the idea of using 
stop-motion animation as a basis for a game's graphics for 
ages, but the initial tests had proved better than they had 
imagined, and the basic idea was fleshed out to include a 
mixture of dinosaurs and apes. When designing the mon- 
sters. Harper and Leong used what they considered to be the 
strongest elements from real dinosaurs ond present-day ani- 
mals, with the Ann ad on a mixture of TriceratopS, 
Ankylosaurus and Stegosaurus, whilst others mix reptile bod- 
ies with the attributes of Cobras and Tigers. 
The puppets were moulded from rubber and positioned on 
flexible metal skeleton which allowed movement of every 
limb. Thirty people oversaw the filming, and Pete Kleinow, 
the stop- motion artist responsible for Army Of Darkness, was 
drafted in to oversee the mode! filming The filming was a 
long and arduous process, and whilst the individual move- 
ments were being recorded on ti Silicon Graphics system ( a 
team of computer artists were busy creating additional 
effects, including blood s plots and backdrops. The over- 
all process from start 
to finish took two years 
or solid work, and the 
machine's popularity 
has already spawned a 
sequel which is current- 
ly in the works 



i 
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MONSTER MASH 

Primal Rage mode its first public debut at the June CES show in Chicago. A one-on- 
one beat J em up, the coin -op differed from rivals such as Mortal Kombat and Street 
Fighter in that the sprites the player controlled were towering dinosaurs and primates 
as opposed to the hu monoid combatants arcade -goers hod become accustomed to. 
However, in another step above the normal arcade fore, the dinosaurs were digitised 
renditions of stop-motion animated models, and consequently required three times 
mare animation than the likes of Baraku and Cammy. For those yet to see the coin-op, 
Primal Rage pits five dinosaurs and two opes against each other in a series of three- 
round contests. The basic aim of the game is to punch, kick and special move the crap 
out of your opponent, before humiliating Ihem further with an optional fatality. During 
the course of these bouts, though, countless extras have been added, with tiny native 
sprites running about who can be eaten for extra energy, incredible combos, and hid- 
den special moves and sub-games. The coin- op officially went into mass production in 
early 1994, and has since become the highest-selling cabinet of all time. Coo 




PROJECT 

PRIMA! RAGE 

PUBLISHER 

TIME WARNER 

INITIATED 

DECEMBER' 9 4 

RELEASE 

SEPTEMBER '95 

FORMAT 

MEGAORIVE 
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PORT LIFE 



The first stage in recreating a coin-op 
on the Meg o drive or any other system 
is to port the graphic files over to □ 
PC-based development system, To this 
end, the Atari programmers have been 
extremely helpful, supplying Probe 
with all the sprites, backdrops and 
sound effects on sep prate discs. From 
these, the original 64-colour coin-op 
sprites are redrawn in the eight- colour 
form they'll appear in the final game, 
whilst the backdrops are similarly 
recoloured, or redrawn if necessary 
The sound is then downloaded into a 
^^^^ MIDI set-up where the samples are 

V compressed, and the music recreated 

^^^^^ to ploy within the Meg ad rive's three- 

channel capabilities. Unbelievably for 
^. a game using such large sprites and 

featuring so many moves, it is the 
sound which causes programmers the 
most headaches, with samples requir- 
ing oodles of memory if they are to be 
clear and recognisable. At present. 
Me gad rive Primal weighs in at a hefty 
32 MEG with one character — 
Armadon — still to be incorporated, 
but Probe are confident they'll have 
him in for their June coding deadline. 



I 
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J lust what are little bays 
are made of? Frogs, snails 
and jackasses' tails? Gus 
goes to Virgin's Lad broke 
Grove nursery, where the in- 
house team are nurturing a 
very special little lad. 



1 



▼ Skekke$ preced- 
ed the game coding. 




'Classic' is an overused epithet 
for movies. It equates to boring 
30 r s movies shown on BBC 2 
on a Saturday afternoon, or 
anything which hos been on 
sell -through video for a couple 
of years. But many Disney ani- 
mated features are worthy of 
the term classic. 
Disney r s early features used 
expensive animation tecbnqiues 
that eventually proved too 
expenisve, despite the quality of 
their results. 
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Pinocchio was the second origi- 
nal cell feature, a dazzling 
piece of work that almost bank- 
rupted the studio, and is widely 
regarded as the best animated 
film ever. It's a beautiful, beau- 
tiful film, bath in appearance 
and structure — with memo- 
rable characters, timeless 
songs, and just a hint of old 
Uncle Walt's moralising wag- 
ging finger. As such it was fhe 
natural target for Virgin, who 
had produced three previous 
highly successful Mega drive 
Disney licenses: Aladdin, Jungle 
Book and The Lion King. 
Pinocchio provides as a good a 
plot for a video game as any 
other Disney title, It's based on 
the journeys of a young boy — 



there's plenty of 
danger and 
drama, lessons to 
be learned and a 
wonderfully 
charismatic cen- 
tral character a 
■magical puppet 
who wants to be 
a real boy. It also 
helps that Disney are plan- 
ning to release the feature 
again to buy on video for the 
first time in a limited edition. 
Previous releases, including 
Snow White, Fantasia and 
Beauty and the Beast have 
been mega sellers, As this is 
Virgin's big 16-brl game for 
Christmas J 95, they hope 
Pinocchio will do the same. 
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TAKING THE 
MICKEY 

The game's two project coordi- 
nators, Dan March ant and Tony 
Fa gel man talked freely about 
Disney's close involvement in 
the project. In common with 
their other licenses, Disney 
shows an interest approaching 
obsession in the way the char- 
acters are portrayed, their 
activities as gameplay and 
incorporating the 'nuances' of 
the movies into the game. 
Part of the agreement for the 
license is that Disney do o\\ the 





animations themselves, 
although Virgin have six ex- 
Universal on i motors on their 
staff. The Virgin graphic artists 
had prepared 'roughs' from the 
start of the project, partly to 
allow the programmers to con- 
struct the game around the 
sprites and partly to indicate to 
Disney what they wanted. All of 
these ore sent to artists at 
Disneyworld, Florida, who then 
reinterpret them. Tony admits it 
is sometimes on exasperating 



and disheartening process to 
see radical changes to their 
own work . To enhance the 
process, Virgin developed their 
own animation player which 
loads the animations from PC, 
allowing them to be seen 
against the backgrounds that 
will be used in the game. 




SHRINK TO FIT 

The needs of the animators and 
programmers must be bal- 
anced. In a video game, 
the amount of memory 
allocated to animations is 
restricted. Pinocchio will 
have around 2000 frames 
— a lot by Megadrive 
standards, but even that 
could have been easily 
consumed by Disney's 
specs for the main char- 
acter alone. The game 
has 31 characters to fit in 
the allocation, more than 
twice the amount in Lion 



King, with Pinocchio himself 
taking more than a quarter of 
all frames. Frames are traced 
on animation paper, digitised 





PROJECT 

PINOCCHIO 

PUBLISHER 

VIKIN 

INITIATED 






JUNE'94 




I 



SEPT95 

FORMAT 

MEGADRIVE, 32X 

DEVELOPERS 







WORK IN PROGRESS 




Virgin^ own slightly-less-than-DUncy animation ideas hi 
ffec Shadow wcftfbrci. 



and coloured on computer 
then reprinted. The final 
sprite designs are then ren- 
dered by Virgin program- 
mers. The attention to 
detail is tremendous, On© 
exarnpJe is Pinocchio' 5 run. 
When the game opens he 
skips ligh% but as the plot 
places him in peril, new ani- 
mations show his change in 
mood. 



DAVE AND THE 
MECHANICS 

The 24 strong Pinocchio 
team are quick to stress that 
this is not a J Dave Perry' 
game. Pinocchio has been 
designed from the 
'ground up\ Apart from 
an all-new engine, the 
gome design aims to set 
it apart from production 
line plarformers- As Dan 
explains,, each level of the 
game is designed to have 
a point or task, rather 
than just a start and exit 
point The player is given 
choices, sometimes not 
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"They know how to make a 
great movie" states Dan, 'but 
we have the experience with 
games. Nevertheless, the 
Pinocchio property is one of 
Disney's most precious, and 
linking the game with as many 
elements of the movie is a pri 
ority. This is perhaps refreshing 
when considering the amount 
of past movie licensed games 
of all types which have had 
very tenuous links with the 
action of their movie counter- 
part. 

Disney's interest has justifica- 
tions. One of their staff sitting 
in on discussions was the ani- 
mator for Jiminy Cricket in the 
movie, his first ever animation 
job I The movie has offered 
some inspirations of its own. 
One is the Shadow Creatures. 
These appear rn the stage 
where Pinocchio is attempting 
to flee Pleasure Island as all the 
young boys are turned to don- 
keys. In a brief sequence of the 
movie he is seen fleeing from 
shadowy lumbering figures, 
representing his own fear. 
"When we saw them, we want- 
ed them in, " recounts Don. 



obvious ones, that fit in with 
the Pinocchio story An example 
of original thinking is the mari- 
onette show level. It's a classic 
moment in the film, as 
Pinocchio launches into a pro- 
duction num- 



ber of Tve gat no strings' 
abetted by a cost of puppets. 
The team just had to have it 
in the gome. "We wonted to 
avoid just making a platform 
level with a stage bock- 
ground, as the stage is 
obviously small and it 
wouldn't make sense" t 
recounts Dan. What 
developed was a danc- 
ing competition. 
In other areas of the 
game, Pinocchio swims, 
balloons and rides □ 
I rollercoaster And the 
player even gets a 
chance to control 
Jiminy Cricket. 
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I wptched as the team demon- 
strated the Shadow C recti u res 
Artificial Intelligence. They 
sense Pinocchio and follow him 
ground the play area. Other 
creatures exhibit a fair level of 
intelligence, in an effort to 
make them like their screen 
counterparts. The first you 
encounter pre Honest John and 
Gideon, who you mgy remem- 
ber ps the sly fox gnd dippy cat 
who attempt to entice Pinocchio 
away from school. 
In the gome jjj. 
they wander , 
around the first ^^^VRfll 
level, actually a maze of ^5 
parallel streets. Honest 
John is designed to spy on 
Pinocchio, and monitor his 
progress, He'll toss missiles 
over wa lis end JM 
attempt to ambush ^kj^p 
Pinocchio with his 



the cye-c aft Aj#tjr fah 

rtrrcrr. 




CONSOLE 
YOURSELF 

There will not sadly, be □ 
Saturn version of PinMchio. 
This is due to legal rights and 
other boring matters. Basically 
Disney want to keep the rights 
to the 'super 1 consoles for 
themselves, as they ramp up 
production of video games 
from their own in -house deveU 
opment team. Their first project 
is a gome of Pocahontas, the 
story of the Indian girl, which 
opens in American cinemas this 
Spring. 

The good news is that on 
enhanced 32 X version of 
Pinocchio is underway. The 
hardware allows for extra lay- 
ers of parallax scrolling end 
double the amount of colours, 
improved samples and static 
screens. However, massive 
changes in game design and 
levels are not expected, 
Although the Megadrive version 
has an eight month start, Virgin 
ore still reasonably confident of 
a simultaneous release of 16 
ond 32 bit formats. 
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When it comes to new Megadrive games, Sega usually 
have something lurking under the rim. Gus went there 
to see Ooze taking shape. 

The term 'slirneball' is usually a term of abuse, but in Saga's quest 
to bring the most unlikely characters to the Megadrive, il best 
describes their latest hero. The Ooze is based on a strange g loopy 
film (as in oily covering, not motion picture] that wanders round a 
series of toxic levels, gobbling, gobbing, scowling and howling. 
The story behind this blohular exploration gome centres on a 
screwy scientists whose experiments lead him to be turned into an 
unfortunate slimy lump. The main game aim is to reverse this situ- 
ation, by reaching the lab at the game's furthest levels. However, 
other scientists, of the dastardly persuasion are determined to 
wipe you out — or up, as the case may be, 

Viewed from an overhead perspective, the game features an inno- 
vative control system and a pretty novel approach to gameplay. 
The joypad controls the Ooze itself, centred on a head that rises in 
and out of the gloop, but the rest of the oozing mass flows with it 
in a fluid and unpredictable fashion. There is also a different 
approach to lives and energy. Instead of taking damage, your 
ooze gradually shrinks in size until you fade away, or the 
ble head takes a hit. 
Ooze has been kept rather 
secret up to now, first showing 
Its head at last month's ECTS. 
Though the game was originally 
scheduled for a June release, 
indications are that you won't be 
seeing a packaged version until 
September This shows the 
amount of further development 
still to be done (please bear in 
mind when looking of the screen 
shots) and ihaf fact that this may 
be being held back to be a 
Christmas biggie. 
Whatever the facts, be prepared 
for a future bog -ridden preview 
and g loopy review in MEAN 
MACHINES aver the summer 
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PROJECT 

THE OOZE 

PUBLISHER 

SEGA 

INITIATED 

OCTOBER '94 

RELEASE 

SEPTEMBER '95 

FORMAT 

1EGAD 



GO WITH THE 

now 



smelt Pwwiiwr. 
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ich we discovered tor 
the first time on our visit. Various are- 
nas allow Oo*e to rock up points jojd 
regain some body bulk, |ust by splat 
ting the various insects. 



powers 
end himself. The 
main one is a thrust attack 
where ooze gathers himself and 
shoves ma particular direction. A 
couple of hits takes out most 
oes, but the problem with this 
technique is that it brings him 
•nto contact with certain foes or 
booby traps that can damage 
him. An alternative, but trickier 
option is his gobbing attack, 
whrch coats foes in a sticky 
residue. Oo ze can use it at a 
d-stance. but it's difficult to ai 



- LJ 
mm tfll 



REVELOPERS 




Boy, I hope fke gm<w ***** ^ .J" * 
JtMffef k *e middle M. * 




SBHfi 



28 MM SEGA 



WORK IN PROGRESS 





A BOY AND HIS BLOB 



oment 

J0 ch 'split into three zones, 

been fo^S^ita^^*^ tHem ! W f° 
they should expand on the , gome designe ci to flow 

•OCh level, Oo» - ^ove jfo and « • £J the ^ ^ 

oroond certain ^^J^^^deor that making the 
rent development carts *j « s ^ been p mQ or 

p^^SWS^ S ^ — 
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The graphics are coming on well, but the American team 
behind Ooze ore concentrating on payability. One addi- 
tion they have made to the earliest version is a series of 
Oozy icons that the character can flow over and absorb for flfl 
temporary powers. This is signified by a change in colour, $w 
from his normal unhealthy green to a lurid yellow or 
strange glowing aquamarine. These signify extra speed r 
power or invincibility. 





LOSE YOUR MESS 



explored within 
mtial dollop of slime is vulnerable to t ai ;, S r ^ 5 °| jke 
roving creatures, which rove the levels. Inmate 
toxic waste are also present, ond a maior donge (M^ n » 
nto the septic lakes that mark out the ear y level (wh.ch ,s^tur- 
n he J n SUprnent). This first level ^.^^^ 
nean foes which burst out of the ground .nto h , oo»- In *• 
first version these looked pretty mnocuous, but the secona se, 
o ROMS reveal the graphic artists hove added some v,c,ous 
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FEEL THE 

THROBBING POWER 

BETWEEN YOUR LEGS 



A 




THE CLOSEST TO 
RIDING A BIKE ON 
A CONSOLE. 

Sega Magazine, 
March 1995. 



Sega Pro, 
Easter 1995. 






AVAILABLE ON THE 

sim m mm 

ML VERSION 

AVAILABLE FROM 



HOLD TIGHT! Get ready for some serious stimulation with the most realistic and 
advanced superbike chaHEnge you J ve ever seen, Racing with the legendary 'Team Green', 
you'll experience incredible speed and frighteningly realistic thrills on 15 of the world's 
most glamorous circuits. But as you take your Kawasaki ZXR750R to the limits will you be 
able to handle the adrenaline overload? After all, when you ve got such awesome power 
between your legs, you could find it hard to control your excitement. 
Available on Mega Drive 17' March * Available on Super Nintendo Mid-June 

Kawasaki Th *. C19$S Doni^k Group ltd. All fights reserved. Licensed to Time Warner Interactive, Eurotf*and Japan. 
"SEGA" and "MEGA DRIVE" are trademark* of SEGA ENTERPRISES LTD. 

TIME WARNER INTERACTIVE, I RUSHMILLS, BEDFORD ROAD. NORTHAMPTON MN4 7VH. TEL: 0 1 604 S<tf*3<l FAX. 



UCHER 

When you buy Kawasaki Superbikes 
on Mega Drive from any 
Future Zone store 

Thi-5 voucher tarmol tt* 1*Kd In r*wijunrtinn 
kVith jny other voucher but h in #atfrtk>ri 
to any otter tunenlfy \ft Store. 
I C^f «lu* 0.0001 p Vd .i t mtil 31 it Miy 19*5- 

I vouf h« na f ZV063. 
| Pfflci*l us* only 
I Transaction no: 



Authfir \.i1ion 

5to«: 



□.Hp: 



TIME WARNER 

I N 7EH ACT I V I 
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Pete Sampras may indeed 
be the Tennis equivalent 
to Steve Davis, and have 
hair that looks like it 
belongs in his pants, but 
he's a top bloke as far as 
Cod em asters are con- 
cerned, Their pre- Ch rim bo 
Sampras game is rightfully 
top of a teetering pile of 
Sega Tennis sirns, and still 
ranks as o real fave in the 
MEAN MACHINES office. 

Now, following in the 
constantly evolving shoes 
of EA's Sport label; the 
Codies hove taken the best 
elements of the original 
Sampras gome, thrown a 
couple of extra aces on to 
the court, and I he result i 
Sampras '96 — an update 
which does virtually eve 
thing but sort out the man 
himself s hair. All of th 
basic pfayability of the 
original has been left 
ntact, but more shots have 
been added to include a 
smash which is easier to 
pull of than before and 
more instinctive dives. 
Similarly, a coach is now 
on hand to offer advice, 
and wiii replay key scenes 
from a game and inform 
you of weaknesses in youi 
game. 

The screen shots shown 
here are from a 60% com- 
plete cart, but work is con- 
tinuing apace to ensure 
Sampras '96 arrives in the 
same lorry as Wimbledon's 
Strawberries and cream 
delivery. If II probably be 



: 




monky fruit and off milk, 



■f 
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HHP UMPIRE || 

BUILDING 

One of the neatest touches 
the original was arguing with 
the umpire over dodgy line- 
calls, and Code masters are set 
to take their binary umpires 
another step for 
ward with the 
addition of a 
selection of 
comer a angles 
to validate 
such calls. 
These comple- 
ment the 
already com- 
pletely 
revamped 

graphics, by adding zoom 
modes which inset a box dis- 
playing the questionable 
bounce, or replaying the last 
few frames whilst panning 
around the play area. Sadly, it 
is still presently impossible to 
smack the crap out of any ball- 
boys who get in the way. Thot 
would teach them for peeing 
into the Barley Water instead of 
refilling it properly. 





ft realty does like tpmbinmg tap placability with eran 
better graph! is this time around, Hvziahi 




■ i , _ 




A When asked abort wiling the game Peft mchmf 
of f ademasten was not able fa give w a satis factory 
answer We guess if s a bit like "Spate I 



SOMETHING OLD, SOMETHING 
NEW 

Sampras 96 sees the addition of several new ideas, and the departure of a few 
of the less popular ones from the original. For extra realism and control, 
Codernasters programmers have made some of the more acrobatic moves easi- 
er to effect, allowing players to pull off dives and smashes with eose r and step 
back instinctively to reposition a shot. The ball movement has also been tin- 
kered with to allow shots which clip the net, and read violently to spin. With 
some 40% of the game still to be coded,, several other modes are also being 
tossed around, including a possible eight-player mode for doubles tournaments, 
and □ league system where every participant plays each other, with points 
awarded for winning matches and sets. Gone for good, though, are all the old 
sprites, the crazy mode (no more Dizzy smashing, then), and the world tour. 
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It's the age-old question, isn't if? If Superman and 
Batman were to have a scrap, right, who'd have 
who? I mean, after oil Superman hps got loser eye$ 
whereas Botmpn has only got hi$ poxy utility belt ond 
a few Batarang$. And, anyway, The Flosh is faster ond 
harder so could probably have them both. Now, cour- 
tesy of Acclaim's latest acquisition, Sun soft r you can 
indeed decide who is the hardest of all the DC super- 
heroes, as the likes of Batman, Wonder Woman, 
Superman, et al get together for a right jolly well royal 
rumble. 

A one or two-player game, Justice League is a tradi- 
tional-style beat J em up with the player selecting one 
of the eight heroes on offer, and using their punches, 
kicks and special moves to KG their superfoe. 
Alternatively, the one -player adds the evil Darkseid to 
the mix, throws in a scenario regarding his plans for 
world domination using clones of the Justice League, 
and leaves the player to battle their way to a final con- 
frontation with oV metal noggin himself. 
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ciipfp TROOPERS 

feline partner in crime In one-p ^ ^daver bXs aa^st their one- 

the plot unfold, in a series of in erludes as the P 1 ^™^^^ a done crmy 
timeV allies - with the ultima * ^™J*° * ^ wor d hahahahohoho! In 
of your Supem»ta which he plons to us* Mo take ° ■ d ^ Stree , 
addition to the customary punches and kicks eoch cho meter., or ^ 
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CAPTAIN 
COMBO 

As with Capcom's classic, Street 
Fighter, Justice League is best 
ployed using a six- button pad. 
The top range of buttons effect 
the three different punch 
strengths, and the bottom three 
are used for kicks, whilst a 
three -button pad user presses 
Start' to switch between the 
two. As the Justice League 
heroes enter battle, high-scor- 
ing combos ore also on offer 
with huge bonuses awarded for 
successfully stringing together a 
flurry of punches and kicks. But, 
hey, you knew that already. 



Supey 's frankfurter vittuL 
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Indiana Jones' brief flirtations with video 
games have always been rather crappy 
affairs in! he post, but US Gold are hop- 
ing to redress Hie balance with Indy's latest 
mega drive outing. Converted from JVC's 
Super NES original, US Gold's latest addi- 
Hon to the Indiana Jones legend draws 
ideas from each of the three films. Casting 
the player as the Fedora -wearing hero. 
Greatest Adventures is a mix of platform 
and 3D games, which recreates classic 
moments from the trilogy, such as the ball 
chase j Temple Of Doom's mine cart ride, 
and the fracas outside the Obi Wan dub- 
All the heroic aspects of George Lucas' 
character hove been included, too, with pro- 
grammers Luca sorts arming him with a gun r 
grenades and his trusty whip. Similarly, Indy 
athletic prowess has also been recreated in 
sprite which runs, jumps and rolls through d 
ger with minimal effort. Indiana Jones' Greatest 
Adventure's code is currently 80% complete, 
Indy is set to swing onto the Meg a drive in time 
for September, 
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THAT WASN'T SO BAD ! 

I FINALLY FOUND TVE GOLXOH IDOL.* 



MODE 7? PAH! 



Once again, the gap between the Super 
NES and Megadrive is reduced, as 
Lucasarts unveil one of the best 3D effects 
to grace the Sega machine yet. Key levels 
during lndy r s (Greatest) adventures drop 
the avid explorer into the seat of a 
biplane or recreate the 'dinghy down the 
mountain' scene from Temple Of Doom, 
which the Super NES could handle easily 
thanks to its custom Mode 7 scaling capa- 
bilities. The Megadrive, of course, doesn't 
possess such chippery but Lucasarts have 
worked around this with some v*ry clever 
programming which ensures the oncom- 
ing enemy planes or snow-covered obsta- 
cles are updated smoothly and rapidly In 
fact, they even make the 3D bits in Time 
Warner's The Lawnmower Man look posi- 
tively primitive! 
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Anyone remember Super Hydlide on the 
Megodrive? No? Well, it wos o clopped-out, 
wheezing overhead view role-playing game with 
some of the most bizarre, wizened block graphics 
ever witnessed on the Megadtwe, Not surprising- 
ly, it sank into the depths of Game Hell and wos 
never seen again. However, Sega of Japan hove 
exhumed its putrid remains and now H arises 
Phoenix-like from the ashes in the form of ihis 
stunning- looking 5 ego Solum title. 

Of course, the big deal about this title 
^^M^^. is that it's the first RPG to be set in a 
-4Phk real-time 3D gome area. Thai's 
right - no blocky sprites and 
\ turn -by- turn combat here - 
1 everything happens just like it 
'*j{S m would in real life [if carnivorous 

M trees and blood -sucking goblins 
^ actually existed, that is). Adding 

^^^^^^^^^ to the reality of the game is the 

environment itself. Trees, hills, build- 
ings, costtes and underground caves all combine 
to create a superb -looking landscape. The only 
problem with it is that the update of the 3D is 
remarkably jerky compared to the likes of 
Deadalus and Dayton a USA, But still, it an RPG; 
not an action gome, so that is forgiveable. 

Whol is also quite interesting about Virtual 
Hydlide is that no two games are ever the same. 
Every time you start the adventure, a random 
number generator is used to shape the landscape 
and alter aspects of the quest you undertake, A 
useful mop function is included so you don'1 get 
lost [which is o distinct possibility since the envi- 
rons are never quite the same). 

We've had o quick playtest on Virtual Hydlide 
but in the words of Carol Vorderman, "We're still 
not convinced" of the game's quality. Hopefully, 
once we've experienced the rich tapestry of the 
Hydlide world with its scope for wonderful 
adventure and thrilling combat, we'll be able to 
deservedly sing the game's praises. Wait until 
next month's exciting issue of MEAN MACHINES 
for the final verdict. 




Time 00:01:04 Score 000000 



fe 200/200 





A The Hyttlideer 
tnhes 0 trip t o 
beautiful 

Stencybridgc, home 
of fhe Stoneybridqe 
town ro until and 
tourist board. Ah, 
right ye are, 
Mctgrwh 



[LISTEN, 
PRINCESS 



Virtual Hydlide has been unable to 
resist one of those big sprawling 
rendered intros, but there's more 
point to one here with the strong 
adventure plot. Basically, you're out 
to save the Princess, who has been 
abducted from her magical castle. 



I 



iff 
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A Out romarkahh 
powers of game 
divination suggest 
that Hydlidv, com 
ifig From T4f Sof f r 
ww prohob/v frwf- 

Frorrf fie same 
3-5 engine us 
Fetiifc Heart Golf. 
Just think of it a 
One big Links. 



MAC THE KNIFE 

Bottles ploy a large part in the game, with you running into 
wandering monsters on a regular basis. These, in good 
Dungeons and Dragons tradition, start with slimepools and 
the like (very embarassing to fall victim to) and evolve into 
kobolds, trolls etc. The accompanying sounds for these 
encounters is very impressive, with noises from your foes and 
cries and grunts from the player. 



Time 00:00:06 Score 00000000 
Life 200 200 






Time 00 0(1; 41 Scot* flOflflOflflO 





K 

%7\ 




▲ This is the map, very 22~bit don't you think? it 
thanges every time fOtt ploy, so they say. 
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It's almost shiny helmet time 
Ion the 32X, as Sega put the 
final touches to Stellar 
Assault, definitely the most 
appealing 32X title they have 
lined up for the summer sea- 
son. One of the final decisions 
on the gome is the title, with 
Sega Europe wrestling 
between the US' Shadow 
Squadron monikor ana the 
original Starry pseudonym. 
The game has been a classic 
case of how uninspiring pro- 
jects have a habit of develop- 
ing into must- haves, 
Originally looking like a poor 
man's Virtua Star Wars, 
Stellar is e*dfing for the free- 
dom it offers players to par- 
take in huge space battles, 
and the amount going on in 
the game. 

Each episodic level pits 
your tiny fighter against a col- 
lection of unfeasibly large 
motherships, and their escort- 
ing fighters. From our original 
work-in-progress the grapbks 
have become considerably 
more complex and convincing, 
with no loss of speed. The 
game pi ay has undergone 
huge changes, with each of 
the two player ships being 
granted spectacular new 
weapons — a series of hom- 
ing missifes for Feather 1, and 
o massive energy bomb for 
the dual player Feather 2. 
Next issue we are assured of 
a review for this remarkable 
blaster 




s experimental trace mode. T 
to replay it from a series of o 
I. The launch sequences for e 
refuelling ship between level 




1 used to share a house wit h three 
some ten, only 



one of the girls was lenity \ 
three jars of /am at onu 
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Things are starting fo hot up in tips central this month — and I'm not 
l 



just talking about I he midday sun raising the office temperature! 
Yes sirree, we've nabbed loads of next generation goodies for your 
appreciation, ptus some stonking cheats for plenty *o 16bif marvels. 
And what's more, the team have been busying away to come up 
with the goods on the Player's Guides side. This month take a sly 
. look at Gus' six page stormer on the excellent RPG r So lei I + Plus 
ft H^rrTt expert tips on playing Bullfrog's tremendous sim. Theme Park, and 

^^^B ^<l_M r^B | 0 public demand, the complete round-up of every Mega-Move 

^^B^L Ji^^^F ' n WWF Row. This month we've also seen tipping beyond the tall of 
duty from one Andrew Ogier from Guernsey. For his troubles he will 
receive o copy of Konami's excellent Snatcher for the Mega-CD! Let that be a 
lesson to the rest of you scamps sending in your tips from years ago! So get sending in those 
tips and cheats and you too could win, win, win! The address is: DAYTON A UK, MEAN 
MACHINES SEGA, PRIORY COURT, 30-32 FARRINGDON LANE, LONDON, EC1R 3AU 
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Oh dear poor old Cosmic Carnage, hardly what 
you'd call o tap beat 'cm up. But still who's quib- 
bling when you can hove blood and guts galore at 
the push of a button! Even though there's nothing 
in the manual about these gore-tostic exploits, 
Gerard Faster — the young whippersnapper — has 
discovered the way to pull off the fatal moves. 
When the other character's energy bar reaches 
absolute bare minimum, activate a special move, sit 
back, and watch the blood ffow! 
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MIBRBR MODf TM mm, RHB M- 
TBA RACING BllBM MB VMM 
flBBflR SBBHB TiSJS 

You've read the review. You may have bought 
the CD on import. But nows your chance to 
checkout the Mirror Mode on all tracks, drive 
against the clock without any other cars on the 
track, and delight your ears with the musical 
treats of Virtua Racing Deluxe and Virtua 
Fighter! Gentlemen start your tipping! 

MIRROR MQBf 

It's oil so easy when you know how! To access 
the Mirror tracks simply choose the Saturn 
mode, go to the track select screen and press 
the START button. All three tracks will reverse in 
true Mirror Mode style and are totally playable. 
Smart stuff! 
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In a similar fashion to the Mirror Mode select, 
for the Time Attack option go to ihe Car Select 
screen and hold the START button. A Time 
Attack logo appears and if you press the C but- 
ton, the race begins with no other cars save 
your good self 

SBBHB TEST 

Wanna try aut the music for bath Virtua Racing 
Deluxe and Virtua Fighter? Well by qualifying 
for any track and entering your initials as either 
VR or V.F, you can sample their lovely theme 
tunes. Also, there are other Sega coin -op tunes 
in there, too. Try A.B, O.R, and G.F 

m 

mm Jim mm 

Take a spin around the Expert track and you'll 
notice the rather prominent statue of Jeffry 
MpcWiid of Virtua Fighter fame. In a bizarre 
Japanese twist of reality the statue turns around 
if you stop in front of it and hit the X button. 
Weirdsville! 
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FIFA 95 
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And we thought we'd seen the last of the FIFA 
cheats. You've hod the curve boll, the invisible 
walls r and the super offence tactics. But accord- 
ing to Ian Phillips from Co I erne in Wilts if you go 
to the Options screen and input A, B, C r A, B, 
and C, and then start the game, pause and press 
A, you can occess the Stupid Teamf Be prepared 
for the dumbest bunch of halfwits to ever grace a 
football field. 
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Just as a fancy combina- 
tion of joy pad wiggling 
unveiled codes galore far 
MKII on the Megadrive, 
the same applies for the 
32bit version. Highlight 
'Done' as before, and 
move the pad left, down, 
right, rig hi, down r left. 
Then move it left three 
times, followed by right 
three times. To -da! A 
spanking 1e$t mode- 



03 LJNS 



PUSH STAR 



BAfiAKA WIN 5 



FR)E(MO$H)P 
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EDBtS UP jo am fOffl 

Ah, he's so cute! That is until you get stuck on one 
of his devilish little levels. To help out here's a cou- 
ple of small tippets in the form of level codes to 
keep you going. 

LEVEL ONE — IMNAAR44, LEVEL TWO — RIRAAGQ 
LEVEL THREE — ZQVIAHE, LEVEL FOUR — YQVIAHC 
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Sword slashing tomfoolery from Patrick 
Boyliss of Dumbartonshire and his level 
codes for Second Samurai. 
LEVEL 2 — KWCETGK 
LEVEL 3 — DFFDNMIC 
LEVEL 4 — 2 S FAB LAC 
LEVEL 5 — GACKM4WB 
LEVEL 6 — HFXDRTJK 
LEVEL 7 FA2FABLA 
LEVEL 8 - 5LYDRTJK 
LEVEL 9 — WFTNQ63J 
LEVEL 10 OM6YP5X4 
LEVEL 1 1 — HS5HOU6D 
LEVEL 12 — P1EKM4WB 
LEVEL 13 — KLRA3F1H 
LEVEL 14 — LLD6A3F1 
LEVEL 15 — MRWVZYRZ 
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SPICM CHM MODI 

It seems we hove a new 
top tipster on the btock, 
Andrew Ogier from 
Guernsey has really out 
done himself this month 
with a collection of superb 
tips and cheats. First from 
his directory of tipness is Q 
special cheat mode for the 
□I I -new racer from the 
Rood Rash series. To select 
the mode, press A,, B, 
RIGHT, A, C, A, DOWN, A, 
B, RIGHT, and A on the 
Title screen. 
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In o gome os big as Headdy, it's hardly surprising a some things get missed out 
of o player's guide. So to set the record straight, Andrew Cole is here to poinf 
Out a couple of smoll omissions. 

To find the extra life on the Toyz in the Hood level, make your way to the top of 
the screen. When you find the second large red sphere, buit it onto the platform 
below. From here you can reach the platform above to the left where a nasty is 
waiting and a superb extra life. 

Andrew also wonts to point out the way to collect continues is to grab as many 
T scrolls as poss after defeating a Keymaster, Thanks for thot r but I think you'll 
find the same top tip in the handbook, mote! 
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PUY MISSIOH fICHT WITH 

mmaiim 

Once more Red Zone makes an appearance in 
these hallowed pages, and once more Andrew 
Ogier from Guernsey comes forth with a code to 
play tough mission eight with invincibility. On the 
code screen enter A, B, B r C, A, A, C r K C B x 
and C 
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F~~ |rom 
quent telepr 
we gather a lot of yoi 
have bought Soleil, and 
some of you want help. I 
suppose that's just the 
slovenly attitude of game- 
splayers today, many of 
whom sound old en a ugh 
to know better. In a bid to 
coax you to belter games- 
play, let's star! our guide 
to this big RPG. But only 
read who! you need, 



CHAPTER ONE 





1 , Speak to everyone at your 
party to set off the fireworks. 
Head north to the castle to get 
approval from the King to enter 
the Raffles ia training school. 
The rest of the townsfolk hove 
advice, but nothing essential to 
offer. At the Training school, go 
straight into the easy course, 
looking for the 20 coins 
required for the sword trainer. 
You'll fimJ some lurking in the 
undergrowth. After getting the 

medal, receive your lesson h sword to break open the hole, 
swordsmanship. You'll be swept by a torrent 

down to □ house. Insidie is a 

2. Go to Dahlia volley and ^^wolf, the first boss. After defeat- 
ascend midway. You should find ing him, heed the old woman 

u narrow cleft blocked by two and return to Soldi. Leave by 
rocks, with a boarded up hale the side exit, into the play- 
in the cliff Use your powered ground area Find the tent with 



the white flower outside. The 
Fortune Teller inside grants you 
the power to ^peak to animals. 
Return to your own house in 
Soleil Town and speak to the 
dog. He will join you. Now go 
back to Dahlia valley and 
ascend to the very top, where 
your new pal will persuade the 
rabbit to teach you how to 
jump W ^gj^k 

3, Go to the second (left) course 
of the Rofflesia Iraining ground. 
There are no great problems 
here apart from some hidden 
bonuses and a couple of traps. 
One coin stash is triggered by 
the red switch protected by two 
swinging flamethrowers. The 
other is a coin bag found across 
a bridge in the area just after 
the floating logs. The blue 
blocks ore also a minor puzzle- 
Push them into the gaps in lines 
of other blue blocks to complete 
the circuit then strike the red 
trigger block. 

w 




5. In the town go to the left- 
most hut and jump on the 
doormat three times. Inside is 
on elephant who will instruct 
you on lifting. After he tells you 
to lift the crate you need to go 
back and ask again to be suc- 
cessful. Visit the bottom hut to 
hire the cot for 50 moling Stop 
the running animals for infor- 
mation, Leave by the exit to the 
north, 











flB - SB ftl 






4. Trove! up post Dahlia to 
Anemone beach. Take the first 
set of steps on the right hand 
side, ond travel down to find a 
cash bag and health bonus. Go 
back up, watching out for the 
area of collapsing soil that 
eaves a set of platforms 
behind- At the point where you 
find Sonic you need to go back 
onto the beach and up the sec- 
ond set of steps. Break a hole 
in the fence by powering the 
sword and hitting the red tile. 
Continue up to reach the town. 



6 Speak to the plant and lift 
the rock to goin entry. This area 
consists of a series of 'gates' 
ond "keys'. The gates are the 
blue blocks, ond the keys are 
the red pads to jump on. Go 
full right first and press the red 
pad there, Double back and go 
up, taking out all the pads in 
that area. The s«a creatures are 
a major hazard, so take out 
each one in turn with pn aimed 
flying sword. Return to the level 
start point ond the cfiff on the 



46 MM SEGA 



MEOAD-RIVE TIPS 



right side*. To cross water wait 
for the wind to blow in the righl 
direction and jump — you will 
get extra distance, On the other 
side of the promontory there 15 
a series of small stepping 
stones. Use the sword to flatten 
the next one ahead and jump 
on to find o cash bag. The wind 
cannot blow you off an island. 
Further up is, o wooden bridge 
leading to another island with a 
crate and glowing apple. Ignore 
this area at present. Carry on 
up the mainland, cross the 
stepping stones and collect the 
crate. Drop it into the water at 
the gap in the wall ond jump to 
some off screen platform*. Time 
a jump across the smiling face 
to reach the octopus lair 

7. The Octopus uses the pen- 
guin to fire ice bolts. These are 
easily avoidable, and you're 
more likely to take damage 
from the spikes at the back of 
the screen. Stay to the fore and 
fire diagonally-aimed flying 
swords. The Octopus mutates 
into 0 better adversary after a 
few shots. Once defeated, 
Penguy joins you. Return 
through and Anemone beach 
and head for Burn Daisy. 




8. Ignore the first two ropes of 
Hot Daisy. Recross the wooden 
bridge several times and o rope 
reveals itself, leading to 0 flash- 
ing oppte. To the right are two 
suspended runways. On the 
lower one is a cash bag. take 
that then run along the top 




one. Your way is blocked by a 
lake of fire that freezes with 
your ice sword. Run to the left 
pushing the blocks into the path 
of the lava barriers. At the far 
right is a cash bag, Take that 
then go up the rope to the to| 
leveL A couple of switches r 
flame throwers and a collapsing 
bridge stands between you and 
the exit. 





JUS 

to go 



9. Burn Daisy is an under- 
ground maze. Go up, right and 
down the first set of stairs, Go 
down and turn the fire fafls into 
steps, Go through the trapdoor 
and across the bridge in the 
new chamber to find a cash 
bag. Retrace your steps to the 
green blocks in the previous 
chamber Now go right and 
under the bridge. Push the 
perimeter of green blocks to 
through a second trapdoor. 
Jump across a series of sus- 
pended platforms and up 
through an area blocked by two 
rows of green platforms. Much 
of the floor from now on disin- 
tegrates to the lava below, 50 
be careful where you choose to 
stop. Step through another 
trapdoor ond walk right. Cross 
the bridge and descend two 
sets of stairs. Follow the path 
passed a set of roving flames, 
carry on passed the large cove 
entrance (note it down for 
future reference) then crass 
large field of suspended plat- 
forms {get the cash bag), arriv- 
ing at the Riddler's lair. 



1 0. The Shuffler has an inge- 
nious attack method. He splits 
into lots of clones, only one of , 
which is vulnerable. These shuf- 
fle four times in a sequence 
Strike the wrong one at the end 
of the sequence and you lose 
energy. The best way is to train 
your eye on the flashing figure 
and ignore the other clones . 
Once defeated, Ciel the squirrel 
is released. Replace the pen- 
guin with him and leave by the 
bottom right exit. 




1 1 , The road to Iris takes you 
through thick forest. There's a 
cash bag on a raised strip neor 
the entrance and a g [owing 
apple on an island in the lava 
lake at the bottom of the 
screen. As you move right you 
come to an area blocked by 
trees Bounce your sword to the 
tap of the screen to break the 



blocks and release a I ova river 
A small tip — cut the grass 
beneath trees with fruit to find 
a good supply of apples. When 
you enter the town, you will be 
unable to communicate with 
the humans. Visit the bote at 
the top of the town and con- 




verse witn tne plant. Go east 
and remove another set of trees 
by the same method Walk 
down the. left bank of the lava 
river to get a cash bafl, ther 
leave by the top exit. In this 
area you'll find the beavers, a 
creature shop and the race 
track. In the top cave you push 
the blocks into the floor gaps 
and ore rewarded with a glow- 
ing apple reward. Practice 
makes perfect on the race track, 
with access to Charlie Cheetah 
for a win. You may return here 
to record times in future. Go 
south and east. 





12. Jump over the wall one 
become blob boy. Travel south 
and west to the tree where blob 
mates are playing, When the j, 
hero approaches follow them 
into the lair and talk to blob 
mother. She directs you to Klin r 
the little green magkian who 
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lives in the coke -shaped house . 
Go to htm and return with his 
answer to blob muni. She then 
directs you to the wilch, whose 
house is entered by jumping ten 
times on the centre of the star 
design made of dots (bottom 
right of the playfield). A spark is 
released that allows access to 
her house. Inside she directs 
you to a challenge r The solution 
is easy Take the caterpillar 
across, then the flower. Return 
with the caterpillar and take the 
chicken across. Go bock and 
return with the caterpillar. The 
witch will now reward you with 
your human form. The caterpil- 
lar will oho join the party. Jump 
on the red blocks to leave by 
the bottom exit. 




1 3. Now with Charlie Cheetah 
you can complete the final 
stage of the Training school 
The secret of making massive 
jumps is to launch yourself just 
before the edge. Make your 
way along the perimeter then 
run at the rubber band. Th< 
next part is linear, with □ joynde 
round a one-way course. When 
you come to three vertical paths 



48 MM SEGA 







1 8. Before you enter the 
castle on Freesia. Enlist the 
lion by bouncing □ sword 
□round the corner lo the 
red switch. In the castle 
mount the stairs on the 
right, Each of the large ice 
blocks has a weak spot, 
shown as a little noil* Go to 
the room on the right, then 
up and along the second 
overhead gantry. You reach a warp and are 
token to a room with an ice-block of the 
bottom of the screen. Aim a bouncing sword 
to Take out the ice block. Warp bock, walk 
along the gantry and then up as far as pos- 
sible. Walk left beneath the gantry. In the 
next room, use Pengtiy and hit Ihe wall nail 
to reveal his families handout. Gel info from 
them then go down. When you come to 




water, use the dinosaur and 
swim across the for left side. 
Go along the gantry and 
through the warp, Use the 
fire sword to free the hero 
{he still cannot understand 
you). Go left, knocking out 
all Ihe ice blocks from the 
gantry, In the larger cham- 
ber, Strike the lift to pink 
worm to start a chain reac- 
tion. Return through the warp. Strike the ice- 
blocks to pass them, and return along the 
other gantry again. Return passed the pen- 
guin lair and this time the ice blocking your 
way has gone. Stand by the side of the pool 
and fire the sword to destroy the ice on the 
other side. Use the dinosaur to cross the top 
edge of Ihe pool, Go up all the way to face 
Geo ram a. 
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take the right-hand one. Ai 
thai is o pulsating field, Before 
entering, gz® around the left 
hand side to a small patch of 
grass teeming with coins 





14. Enter Camellia desert, Go 
south-west, round a rocky out- 
crop then up to the rock barrier 

surrounding a red switch. Hit if 
with the flying sword to open 
up an area of sand pits. There's 
a cash bag in the bft corner. 
There's also on© to the south, 
nestling near o wall and a cac- 
tus, Go to the top right of the 
level to find another red switch, 
with an ehit to the desert's sec- 
ond Stage nearby. 




1 5. At the start of this stage, 
move the green block away 
from the 'fuse' and replace it 
with the other red block. 
Detonate and enter an area of 
intense sand pits. Negotiate □ 
way to the top of the area, 
where a right leading passage 
of close sand pits marks the 
route. There's another red 
switch between the two lengths 
of pits that opens up the route 
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further along. You then come to 
an area of open spikes. Use fly- 
ing swords *o flatten safe areas 
out of the sand bumps. There's 
a glowing apple to the north of 
this area. This area leads back 
to the hole-ridden start of the 
stage. Go onto the grid of pits 
again, this time hitting the red 
fuse on the right hand side, 
Next up is a field of spikes 
crossed by pixel-perfect jumping 
from hole to hole. There are 
two hole route*. The left one 
takes you to a bag of cash. 
Retrieve it and return to the 
right route, taking you to stage 
three. 



progress is blocked by stones. 
Fire /our flying sword to strike 
the red fuse further on, Travel ' 
round to the other side of the 
rock to the cleared area, Now 
you ore dose to a settlement 
with a creature shop. Buy a bot 
and speak to the dinosaur, i 
Leave by the southern exit and 
head far Babel. 



0, The underwater maze 
mapped in detail on the previ- 
ous spread. Select the cheetah 
here for that extra speed under- 
water. Pushing the blocks is 
useful in stopping the effects of 
the currents. When clearing 
areas of coral, return to stock 
up on air frequently, tackling 
the job patiently When you 
face Leviathan, he creates an 
llusbn of your mother and 
directs attacks at It. Deflect 





these with your sword. 
Leviathan will surrender after 
he has sustained enough of his 
own attacks and join you. Leave 
the palace by jumping across 
the gap near the entrance to 
Leviathan s chamber and exit tc 
the right. 



RETURN TO BABEL 



21 . Return ro Babel, to find the lift out of order. The cater- 
pillar departs. Instead you face o challenge of individual 
puzzle chambers as you ascend. Selection from top left, 
clockwise: 1. angled sword to bust blocks, 2. Falling files. 
3. Conveyor belts - use accelerated jumps. 4. rubber 
bands - one combination takes you across the chasm. 5 
Find the one missing square of the symmetrical pattern, 6, 
Spiked files re grow behind the player, 



1 6. At the start of fhis stage is o 
field of green blacks. You must 
clear a path to move the red 
fuse block down to the rock 
barrier (see diagram). After 
deo ring it, go dawn and fight 
to the corner where your 



17. Take the elevator in the 
tower and start 1o dimb the 
rope. If suddenly turns into 
Roxie r an evil guardian Roxie 
has a number of attacks; when 
his arms swing, move to the 
side to avoid his whiplash. 
When Roxie glows, move to a 
position just left of bottom cen- 
tre and power your sword. He is 
only vulnerable when his heart 
is exposed, immediately after 
his energy blast. After defeating 
Roxie. Return to Camellia desert 
and speak to the dinosaur. Turn 
to leave and he decides on 
impulse to follow you. Go south 
and cross to Frees! a. 

18. Play area mapped on left 
hand page 

19. Georama is simple to 
defeat. He alternates between 
hat and cold forms. Use the 
opposite sword power to injure 
him (penguin for hot; lion far 
cold). After he is vanquished, 
you warp to a chamber of 
froze n trees. The tree touching 
the left wall can be destroyed 
by the fire sword, revealing a 
passage to on underwater 
maze, 





: ■ ■ B 
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You're not finished by any manner of means. At least that 
woman stuck in Soleil Town should be able to enjoy just a 
lad mare of the game. More next month, when we promise 
you some spectacular sights and our designers further 
headaches compiling the maps. 



i 
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WWF MEGA-MOVES 

PLAYER'S GUIDE 



Okay, okay! You can stop sending the letters demanding a fulf breakdown of oil the Mega- 
Moves, we've got the message! So in time honoured MEAN MACHINES tradition here is the 
totally exclusive guide to every character in the game, 



LUNA 

PROPELLER SPLASH 




Vein chops pulls off a death-defying splat 
on an unassuming rival by waiting until 
they are down on the canvas, and then hit- 
ting LEFT DOWN, DOWN, and releasing B. 




SECONDS OUT! 



Before even attempting to pull off any of the moves, it is essential to know always hold 
down both the A and B buttons. Otherwise Ihey just won't work! So 'der. 



RAZOR RAMON 

BACK FLIP ELBOW DROP 



Razor sharp, he may be, but his Mega Bock 
Flip Elbow Drop will only work if the enemy 
wrestler is. tying down in the ring. When cir- 
cumstances permit press LEFT,. LEFT, RIGH 1. 
and release B. 



DOINK 

FIELD COAL KICK 



Clown antics ahoy when Doink's in the 
ring. To send the opposition into the end- 
zone, fkst stand behind a stunned chal- 
lenger and perform the following — LEFT, 
LEFT, LEFT, and C. Touchdown I 



OWEN HART 

WHIRLING DERVISH 



There may not be enough room to swing a 
cot in the ring r but Owen finds the space to 
give both the ref and his foe a fairground 
ride they'll never forget. By pushing 
RIGHT, DOWN, and releasing A while the 
two victims ore standing, you can sit back 
and enjoy this to heart's content. 
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BAM BAM BIGELOW 

TORPEDO 

What does he think he looks like with daft 
old goalie? Tubby Bam Bam Bigelow is 
ready to torpedo any unsuspecting and 
standing bruiser. Simply press UP, DOWN r 
LEFT or RIGHT, and release A. 




BRET HART 

BUTT FLIP 

For Bret 's leap off the turn buckle, wait until 
the other wrestler is lying below you, climb 
the turnbuekle and press RIGHT, RIGHT, UP, 
and release B. 




1-2-3 KID 

TURN BUCKLE TO 
TURN BUCKLE JUMP 

For a super flight of foncy from the whip- 
persnapper of the pack, get on top of one 
of the turnbuckles and tap UF| UFl U£ and 
release A or B. 




DIESEL 

CABER TOSS 

Och dun no! Diesel^ highland inspired 
Mega -Move is performed by pressing 
DOWN, DOWN, RIGHT, and releasing B 




UNDERTAKER 

RUNNING CLOTHESLINE 

Execution of the Undie s Running 
Clotheslfne is available when your oppo- 
nent is vulnerable to attack in the ring. At 
this point hit LEFT, RIGHT, RIGHT, and 
release B„ 








YOKOZUNA 

CANNONBALL OFF TURN- 
BUCKLE 

Position lardy on on of the turnbuckles and 
prepare for the Yokozuma cannonball, 
Press DOWN, DOWN r DOWN, and C for 
the maximum effect 




LEX LUCER 

SUPER PUNCH 

Witness the power of Leu Luger's Power 
Punch once you've got the receiving end 
within arm's length. Press U lit) DOWN, 
and release B. 



SHAWN MICHAEL 

SUPER DROP KICK 



When your opponent h standing in the is 
standing in the ring within kicking range, 
hit RIGHT, RIGHT, and C for a Super Drop 
Kick, 




Wasn't that fun, and 
didn't it look nice? 
Must have taken 
Claire ages to 
design, and she's 
left the tips-sub- 
meister with lots of 
lovely space to fill. 
There's more in 
WWF Raw to find, so 
check out future tips 
for further savoury 
bits.. 
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Following lost month's rev few, which 
left you in no doubt as to our thoughts 
of Bullfrog's creepy Theme Parte conver- 
sion for Mega drive, we thought you 
might benefit from o few tips on how to 
get a successful park up and running. 
And who better to provide them than 
Bullfrog themselves, who have only been 
pi ayte sting it for fhe last six months! Our 
thanks to Alex Trower's for these obser- 
vations: 



BASIC ADVICE 

The little people are very fickle — they're 
not easily pleased, yet the smallest thing 
mokes them unhappy very quickly. As a 
result, you must always listen to what they 
tell you. Keep on eye on their thought bub- 
bles and react accordingly Eg. If several 
people ore hungry in the same area you 
should consider building a food stall of 
some description nearby. Likewise, if sever- 
al people are upset about the cost of prizes 
of a stall then you should lower the price or 
raise the prize. 

Don't try and build the most morn moth of 
parks on your first go. Start to build from a 
small but well -maintained base, That way 
you won t suddenly find yourself out of your 
depth with everything going wrong at once; 
it will happen gradually Don't be afraid to 
remove rides that are placed incorrectly: It's 
far better to lose money on one ride than 
distract your valuable mechanics from 
repairing your star a ttr action so that it 
blows up with people on it. 




RIDES 



The park with the most rides makes the 
most money, Most rides bring in more pun- 
ters, allowing more to be spent on 
, reseorck The little people tend to prefer a 
large variety of rides as opposed to lots of 
identical ones. This doesn't mean you 
should have only one example of each ride 
per park, just that you should choose new 
over an existing ride whenever possible. 
As rides get alder, the period of time 



between repairs decreases, increasing the 
workload on your mechanics. When this 
starts to happen, you should consider delet- 
ing the ride and replacing it with an p 
upgraded one. This reduces the strain on 
your mechanics, increases the length of 
time the ride is in commission and keeps 
everyone happier. 



SHOPS AND 
STALLS 

One of the best sources of income is a 
well-placed shop or stall. They provide 
instant cash returns and also serve to keep 
the little people happy There are, however, 
two potential drawbacks; 

UTTER 

Litter is the mafor problem as nobody likes 
a messy park. If too much litter accumu- 
lates then the little people begin to stay 
away from the park, and you certainly will 
fare less well in awards at the end of the 
year. Whenever you open a new food unit, 
you should make sure you have sufficient 
handymen to combat the fitter problem, 

RIPOFFS 

Stalls can be a very lucrative method of 
gaining cash. They con also upset little 
people who feel they have been conned. 
Try to match the prize with the cost of each 
game if they start to feel that way. Don't try 
to fleece the punters as they quickly cotton 
on and stop coming. A low cost game cou- 
pled with a modest prize and moderate 
chance of winnfng is a more stable 
income-earner than a risky high cost, high 
prize, low chance stall. 

One advantage of stalls is that they don't 
create litter like shops, and entertain peo- 
ple into the bargain (though not as much 
as rides). Being smaller than rides r they 
usefully slot into the smaller spaces in your 
layout. People tend to not have repeated 
goes at the same stall, so as with rides, 
variety is the key to success. 



FEATURES 



Features such as trees, fences and lakes 
should never be underestimated. A feature- 
less park is a bland one and unlikely to win 
any awards. Features also impress the little 
people who are new to the park as well, 
making it look nice onscreen as well It 
makes a ride like the roNercooster much 
more exerting to be screaming through a 
dense forest, narrowly missing trees. 



STAFF 



The amount and type of staff you employ at 
any one time can make or break your park. 
As soon as yau start placing shops that pro- 
duce litter you should start employing a 
Handyman. Likewise as soon as your first 
ride breaks down you should employ a 
mechanic. Entertainers are very good espe- 
cially in the times where most of your rides 
are being repaired or it is raining. For a 
slightly more detailed look at staff: 

HANDYMEN 

New handymen should be watched to see if 
they become confused by your path layout, 
as they may end up missing large areas of 
the park, 

MECHANICS 

Mechanics should be hired as soon as your 
first ride starts smoking. They spend half of 
their life eating sandwiches, so it's worth 
keeping an eye on them. More often than 
not a mechanic will get to a nearby dam- 
aged ride before it completely blows up, 
but if more than one ride h in trouble then 
you should direct the mechanic to fix one 
immediately, shutting the other one down 
until he hps finished. Another, riskier, strat- 
egy is to shut the speed of a ride right 
down while the mechanic fixes the other 




one. The upside of this Is the need for 
fewer mechanic and always having at 
least one of your rides on line. Although, if 
this strategy goes wrong, it's disastrous 
One mechanic can, roughly speaking, 
maintain three or four rides single-handed- 
ly, but this varies with the age of the ride 
and how heavily it is used. 
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ENTERTAINERS 

Entertainers should be placed near 
queues that have o particularly long wait 
time to ease the stress caused by waiting 
to get on the ride. In addition, at bast 
one entertainer should be placed some- 
where near the park entrance, 

GUARDS 

uards only need *o be hired if thugs start 
appearing in the park. You will notice the 
thugs when you start seeing beaten- up 
entertainers and rides breaking down □ 
lot faster than normal Guards only escort 
thugs out of the park if they actually see 
them do something nasty, like kick an 
entertainer or break a ride, so you have 
to move your guards around a bit. 



PARK LAYOUT 



When designing a park try to think what 
the little people will want at any one time 
and place things accordingly. Eg. Place a 
balloon shop near the entrance so they 
people part with their money while they 
are still happy. This puts them in a good 
mood far the rest of their stay, or until 
something unpleasant happens, 

ZIG ZAC 

People get enjoyment out of going on 
rides and winning on stalls so try and cut 
the amount of time they spend walking 
between attractions. One method of 
doing this is to lay a straight path and 
have rides come off it on either side. Each 
ride is butted up against the side of the 
path, with an entrance at the back and 
an exit leading back onto the main path. 
A short queue links the entrance to the 
branch path. Stagger the ride on either 
side on the main path, so that a punter 
leaving one ride is facing towards the 
entrance of the next. In this woy people 
lig zag between the rides and the 
amount of time they spend just walking 
and not being on a ride is minimal. The 
only drawback with this plan is that it 
doesn't leave enough room for decorative 
features which make the park look nice, 
which may put some people off. 
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SIGNPOST 




If you opt to moke a complex path system 
with rides and stalls all over the place then 
you will have to place signposts down so 
that people know where they are hooding. 
If □ person comes across o sign pointing to 
a ride they quite wont fa visit then they will 
feel happier walking towards it rather thon 
just wandering around aimlessly. Also,, 
signposts that point towards the exit allow 
annoyed people to leave quicker and not 
wander around far hours getting more 
upset. Unhappy people tend to not go an 
rides or buy things, so they fust clutter up 
the park and reduce the average happi- 
ness of the park. As a result, your reputa- 
tion and popularity suffer, so they are best 
off out of the park and out of your hair. 

ONE WAY 

Another method of park design is the one- 
way method. The park is organised in such 
a way that people have no choice but to 
woik around the pork in an organised and 
orderly manner. This has advantages in 
that you should be able to work out what 
any person will be requiring at any one 
time and be ready for it. In addition, the 
need for signposts is greatly reduced os 
there are less junctions for people 1o worry 
about. The problems arise when too many 
people enter the pgrk. Queues fill up and 
so people are unable to to get on all of 
the rides Due fo the one-way structure of 
the park they are unable to return to rfdes 
that may have been missed so they are not 
getting the full enjoyment factor out of 
your park. 



GENERAL TIPS 

Open your park fmmediately on starting 
the game. This crilows one or two punters 
to appear even if most stay away- 
Slow the game speed down when design- 
ing the park. This allows you more time to 
place rides and gives you some lee-way 
when ploying. 

New rides are vitally important so you 
should always have money in research. 
When positioning rides allow for the fact 
that you may wish to move the entrances 
and exits, 

Whenever you add a new ride to the park 
put up your ticket price. The more rides 
you have, the more you con charge. 

Try to buy new rides as they become avail- 
able. 

If you notice a lot of litter building up, it's 
a signal to increase the price of your food 
stalls. Don't forget to clean it all up after- 
wards though! 

Try to ensure that the queue lengths are 
long enough to support all the people who 
may want to go on the ride. People won't 
join o full queue and so they will miss out 
on the ride. 

Never leave your park unattended as there 
is always something to be done. This is 
especially true of the larger parks as they 
are harder to maintain. 

Larger capacity rides need larger queuing 
areas as they take more people to fill up. 

Do not have any unnecessary loans, to 
avoid paying interest, 

Get more from your staff by manually 
moving them, rather than waiting for them 

to define problems. 




TROUBLESHOOTER 

MEAN MACHINES' own top five Theme 
Park tips: 

1, Exploding rides should be avoided at all 
costs, os they produce useless waster 
ground. Never ignore a smoking ride. 
Check how far a mechanic has to walk to 
reparr the ride. 

2, Upgrade to superlaos os soon as possi- 
ble, and have several groups of them 
around the park. Place you cleaning staff 
on the loos to make sure they go inside a 
clean them. Vomit around the toilets 
means dirty loos, 

3. When you start, plough a very large 
amount fnto research — up to 2500 a 
month. This provides the money-spinning 
attractions early on, and while you have 
the cash to finance them. 

4. In poorer economies, punters visit the 
park with much less disposable income. 
Check the profiles to see how much they 
bring. There's no point placing expensive 
stalls like the saloon or gift shop if the 
punters can't afford the goods, 

5 Solve your negotiations as quickly as 
possible, as staff and suppliers demand 
more and more with each renegotiation. 
Also, your stall prices rise automatically 
with supply increases. Always check they 
are roughly 50-100% higher than the cost 
price. 
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CONTROLLER 

FOR SEGA MEGA DRIVE 
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mm MEO-QEO CD 
M U WITH FATAL 

■WFURVi AND 2 

.rr^\ T m\mmW PADS 

V 379.99 

STATE OF THE AHT CO EASED CONSOLE 

AEWFK3HTERS2 *3.99 

A0QHES5ORS OF DARK COMBAT 43.99 

ART OF FIQHlTlNG *3 99 

OF FH3HTER5 '94 50 99 

RALLY* CHASE . 43 99 

5AMURA! SHODOWN 2 SO 99 

STREET HOOP 43.99 

SUPER SIDEKICKS Z 43.99- 

TOP HUNTER 43.99 

Vjih*5..AMMFRS , , , , , *3 W 



HEGAOfllWe 2 



MEGADRIVES FROM 69 99 



MFOAOHIVF ? WITH EURO CLUB SOCCER .. ., E9.99 
MEGADRIVE 2 WITH) SUPER KICK OFF £9.99 
MEGADRltfE 2 WITH SONIC 2 JJ9.B9 
MEGADR vE 2 WITH L Oh KlNli ■ ns 99 

ALL THE ABOVE PACKS COME WITH 2 SEGA JQyPaDS 
ME LiADRIVF 2 WITH VIRTU A RACING 

AND 1 SEGAJQVPAD „ 1H.» 



MEGADRIVE EXTRAS 



EGADRIVF ? 




NEW LOWEfl PRICE FOR SEGA 32X 



| 5EGA 3 JX EXPANSION MODULE i> t5Q CQ4JPQWS) ... 134.39] 



MEGA CD BUNDLES 



ALL MEGA CD BUNDLES INCLUDE a GAMES 

ROAD AVENGER. SDL FEADE, BOCRA COMMAND COL yUhlS 
SUP£H MONACO G.P. STREETS DF RAGE GOLDEN AXE AND 
REVENGE DF E-MINOBI 

MEGA C D 1 WITH TQMCAT ALL E V AND U G.A ME S ' 7 A 95 
MEGA CD 2 WITH FIFA SOCCFR AND 3 GAMES i 74 9S 

MEGA CO 2 WITH TOMCAT ALLE V AND R GAMES 174.W 



ME^AlPfASTER L'^tW5H?3 j[ J 



pha&e 9 graduate 

Sjx Button jD^pad with autdfire and slow motion 

SAlTEK MEGAMASTERSGE JOYSTICK 

Sj>! Button jO^STCk wi^h autorre and slow mdton 
logic 1 speedfadsg 

SIX BUTON JOvpAD WITH ALTtOFlRE 

SAlTEK MEG APAD-X 

SIX BUTTON JOvpAD WITH AUTOFiRE AND SLOW MOTION 



ADHOM REPLAY PRO CARTRIDGE 

ALLOWS CHEAT CODES TO GE ENTERED TO GAME 
FOH INFINITE LIVES. CREDITS ETC. . 



12.99 
,19.99 
9.99 
13.41 

37.96 



LIGHT GUN FOR L ETHAL ENFORCERS 1 * ? AND SNATCHEH 19JH 

2ND LIGHT DUN ;PLUGS fJTO 1ST! FOR ^tWC. PI 4.TFF ACTION 1TJ» 

LOGIC 1 MULT! CAH CARRY IAD SUITABLE FOR MEG ADWVE AND OTHER 
CONSOLES WfTH COMPARTMENTS FOR LEADS. JOVPADS AND GAMES 11.44 
SCART LEAD ■ MEGADRrvE YG TV WITH &CART INPUT (STATE MVDHIVE 1 OH2l 9J9 



HEAVY dlKOMfllt 
HUGE rofig* 
Ktom lo Bfint Datlf 

01279 600204 

Iom 0121 f T2M2 
(wi ll 1 f ■! bwh t4 f»nMnwil 

Win 0 S«ny Piar SlaHort 

FrH Hamfiilhi^Ji ta RMfnbffi 
5« ItHh <l*h Mgqgil nr 




WE ONLY SUPPLY M E MBERS BUT YOU CAN OROE R AS YOU JOl h 

Spw^l Hewr*» Mflmhijfl; njrnrv* -riiir C^urC'jD MflflriUine ^"iXil^^ za-J- j 

iislc carnas b hu(p ungc cri pfuduA and! rclnnnr. nl Ibh^I b"Jft *nrti nl xy Sg^rs » 

add*«-al savings on hit prudiMTIs. Mcrrbe- a arc- jfrfar to obligalicin la buy anytting l 

MEMBERSHIP FEES UK E( WORLD i 



ONE rfMuMwiw 7.00**# 9,00 to* U.QQw \ 



[.inn ve^r pre? incL*^? 1 2 lEtSMet <3l Sp*:«al H95flrwe mHSjazina wft E1B0 01 XS SAvan 



Al iiKAJ* VAT UN? ?-3 ^nk^y iSh V amuy* to UK mar*and. Al0» GfBDr«VH d«ps J 

[hirwi ordtn muil bt paW by e 'adli card Hai-anara ami |bdiwy (tf m#fi#) Wt 1 
f ufplwl to ttii UK m*nUnd Ovkhh -tw chargr* £2.« p«i w:41ba»h i^m ■> 35%. bfh^i ^tivif. I 



Onqkjf? aocxipiflii by pw. pne^fl la* or vt&c sjn <sf r>or amazing special Reserve 
dub shops ai ChcikTvs/ard Anrd S^wtindgewgrtfi PEAR 

1 SlOCk capitals p<b*s*i „ 

N;inx! ft AddrUA. S 



pD&icade _ 

Ptrone No Mach^a 

er^rrr^mtHrsh^ rumtw {jr NEW MEMBERSHIP FEE 



tern 



Item 



Please u&e this bos 1d add any optional law delivery uhgrgr- 

ALL PfllCEii INCLUDE UK POSTAGF A VAT 

rjneque-F :> AvJsee&. , MBS*ercard. , &^itcn , Viaai 



CREDIT CARO 
EXPlftr DATE 



SKi \A \ . IHh 



SW1TCH I 
_|tS9UE NO > I 



cr^ues payable lo: SPECIAL RESERVE at 

P.O. BOX B47, HARLOW, CM21 9FH 

inp-ilHbff lsomv Ba r nas-iQla4 may tct! r^l ba ava'abtt PlBawphor#»chacai.i.^BlBMtt)f I 

Prim, and <^%-ii change wfl^w? p«w 'wH'irafton. SAVE - Savrgc^fU! alapi docm. | 

PHICtg COflPECT AT TIME OF -BOING TO PRESS. Oa.Oa.eS E A O.E. | 

Inw-htadardA iid. 2 Fkxih Btodi. Th*- UuJii^*. SAatknOfivnt^i. H«n« QHTI SPG | 



SATURN REVIEW 




OPTIONS 



CONTROL: JOY PAD 
CONTINUE: HONE 
SKILL LEVELS] 5 
RESPONSIVENESS: Dl IN CULT 
GAME DIFFICUITT; 
HUD 



I 



1ST DAY SCORE 



7th (truck |, normal retting) 



ORIGIN 



Programmed by AM2 r from 
their own Model 2 CG board 
coin op, Daytona USA; world 
famous and rather tasty- 



GAME BREAKDOWN 



□ □□□o 

□ □ □ □ □ 

□ □□□□ 

■ ■■CD 

« a £ 5 

Z X ui 2 u< 

0 3 i 2 5 

1 Si s t E 



GAME AIM 



The 1 ui iv i - (Jiinciplc ai grtj Oilier 
letting gqmc, CflinplelC 1 thf ICSUfSO 
ih ihe fm1r*l time? pqtfiblt? 
[a gn nit 19 othfi racers!}. 




It's here, Few jewels shone as bright 
I m Sega's crown as the Daytona coin- 
op, ll is to Virtua Racing what Virtue* 
Racing was itself fo Super Monaco GP 
And it's arrival on the Saturn was 
anticipated for many reasons. 
First, it's the ultimate benchmark test for 
the machine; replicating £16,000 worth 
of custom cm rode RAM technology within 
a flexible, £400 CD-based home 
machine. The comparison is a (so with 
Sony's Ploy station, competing m price 
and spec, the Playstation showed it could 
handle Namco's Ridge Racer arcade 
game with credit — indeed, man/ prefer 
the Playstation version to the coin- op. 
Fortunate' as it is the only half decent 
game for the machine to date. The 
Saturn's task is greater — a larger and 
faster game, and unu whim; the details 
seem almost ds important as the rnoin 
game itself. 

But Dayton p has been anticipated for 
altogether better reasons — it's an 
excellent game. Everything come* 
logether in a feast of speed, a timely 
reminder that video games can stiil 
occasionally astound, even move, their 
players. 



ROLLING: ROLLING! 
ROLLING! 

Races are set underway by a series of lights, grand 
prix style, apart from Short Oval's notorious Rolling 
Start!'. Prior to the race you see the field room into 
the final straight, with an enthusiastic Sting imitator 
singing in the rolling start, allowing you to begin thi 
race at top whack. 
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Start' if freivfc Get readp 



▲ That's you naw f that j& 
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SHORT OVAL 



The easiest track of almost ludicrous 
simplicity (you don't need to turn right). 
The track ha$ o gambling theme, and 
actually has the outline of a gaming 
table. The choice track when you're 
getting to grips with controls. 



Sonic Wall 



Billiards Crash 



* 8611 



25/40 

r ~) 



Million Slot Arch j Royal Straight 



Main Stand 



USA 



Roulette Co rye 



T^r"' 25/40 

v r n 



A Duyfma remove 
Hbair fwf of 6 1 rrt so 
fftaf rtejr fflw'f hint 
away and are aiwttys 
an Aofld fa change 
fyres. 
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SATU«N REVIEW 



SEA GALAXY 

Quite where the connection between oceans and star 
systems is made h beyond us. Suffice to say thai this 
course is utterly hellish to negotiate, many times more 
complex than the other two, □ juxta posed mixture of 
ancient mythology and high technology. 

mama 




Km lighthouse 




DAYTONA 

USA 



A NEST OF 
HORNETS 



The game's arcade mode offers you a single 
choice of monuaJ or automatic for the liveried 
Hornet Gallop, a top little car capable of 
3l5km/k Play in the Saturn mode and a further 
choice of cars, with better handling and accelera- 
tion is possible. Win any of the races and further 
pink, green and multi-coloured editions of your 
car become available. 
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ACCELERftllOH fl 
GRIP n 



SFLFCf 

huatn 
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GRAPHICS 


-f- Fully teilured, 

i incredibly (ait 3D 
creates Hit mast 
eaiwirtring toeing 
atmosphere ever. 
Y Larger elements o 
hueif ground are bad 

L^bv the Saturn. 


m 


1 complex 
y handled 





SOUND 



The sound I . T J 

^fleets ere mostly I ^ # 1 

brillianlandthe | 1 | J 

lint music is I | ^ J 
ihumpin". 

Irslening to the other manic 
warhlings it a trial. 



PUYABILITY 




INSTABILITY 



Davtcno'i classic 
slalui is assured,, 
People will be 
queuing up to play 
<t lor week? to 



II you gone hate I ^7T 
p| H you getfla have I J 

H - I O 

The impart price Bk^iU 
is still scandalous ™ 
and ii's nni a flawless conver- 



OVERALL 



.um 




Mill 


\ Duytona USA is Dpytona 
USA. Don'1 let the doubters 
put you off a stunning eon- 
version of the world's great* 
eil racer. 



MEGADRIVE REVIEW 






FIFA meets real life, 
fold introduce o bunch of 
recognisable 'characters' to 
the sjwirt* 






According to the FA, Football is having its darkest hour. Whal 
crap. Football's darkest hour was in 1 983, during a routine 
soccer gome at Southbourne Bourne School. Imagine the scene, 
twenty skinny sods freezing their knackers off (some of whom 
were wearing stuff from the 'Gyppo' bag because their kit-for- 
getting ruse had failed) os Mr 'call me Mick' Bennett divided 
them into two teams, 

I was always lucky because ( got picked fairly early. Not 
because I was good, but I was motes with the ones who were, 
And I had the red England away shirt — tres cooh With two 
sides of ten picked, the typical swearing at the crap players who 
refused to get muddy and doing as little running as possible 
ensued, with the odd goof from the only two people who could 
be arsed to run. At the end of ihis double games torture, the 
score sfood of 9-9, so o penalty shoo!- out was to decide it. 
However, this ended with the scores slill tied, so good old Mick 
said he'd take a penalty at each 'keeper and whoever saved it 
was the winner. All of a sudden someone shouted 'put Merretl 
in for it', and I was pushed in goal, with Ihis demented Sunday 
League git running of me before toe-punting the ball Jumping 
to ovoid it, the ball caught me straight in the knockers and blew 
me into the tangled netting. So next time the FA go on about 
Vinny, they should just bloody well shut up, right? 



We at Mean Mathines imtetely 
hope you get a feet for US 6atd f s fab 
new faaty game ham the assortment 
of pictures above, Thank you, 
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Etna's incredible ball-burner tbof 
is impossible to save horn thiti 
range, That was an informal mes- 
sage from a fired 1 tditor. Cob I go 





THERE ARE SOME PEOPLE ON THE PITCH 



mmm 



Fever Pitch's Eight star players offer a variety of skills, effected with the press of a button. Let's take d look at the team in full. 



GOALKEEPER 

PETER STILTON: 

Stilts may be 
knocking on a 
bit, but his 
agility is 
famed 
throughout 
the game. 




DEFENDER 

MARCO RIGATOMI 

Stickier than one of 
those bogies that 
whistles when 
you breathe, 
Marco can turn 
defensive situa- 
tion around imme- 
diately. 




DEFENDER 

BARRY BARGE R 

Bono's huge 
frame 
means he 
can 
steam- 
roller 
attackers 
with ease 
When 
Barger's 
on the 
boll, only 
fools try to 
get it off 
him, 



£ , MIDFIELD 

PETER PARKER: 

X A superb passer 
(Jm^of the boll, 
Porker can 
create goal- 
' scoring 
v ' | opportunities 
J from seem- 
/ ingly 
) nowhere. 

) 



STRIKER 

ERNIE CON- 
TAINER: Sends 
a ball better 
than Uri 
Geller 
mangles 
cutlery 
t Con send 
\ ( a ball right 
around 



STRIKER 

EMO BIKOMOZO: 
Emo's incredi- 
ble shot 
strength 
■l actually 

ignites the 
ball, making 
se-ronge 
shots virtually 
impossible to 



J) 





WINGER 

J ERG EN G DIVER- 
MAN: The oldest 
player in the 
team, but 
by far the 
^ best actor. 
h Dives at the 
slightest 
provocation, 
with a 20% 
chance of 
success of 
getting a 
penalty in the 
box! 
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COMMENT 



FIFA, yeah, 
it's good 
ci rid all that, 
but let's face 

it — ir s 

really, really 
slooooow! 
Even the 
'updated 
FIFA *95 
plods along 
a bit, and 
you still don't feel In com- 
plete control, despite the 
new passing move. Then 
along comes Fever Pitch, 
Although its addition of 
footy star characters 
seems a bit of a gimmick, 
the bare banes of action is 
for, far better thon that of 
the EA game. The wingers 
are fast, tackles are 
crunching, and shooting is 
never a hit or miss affair 
— you can even make the 
most of goalie mistakes. 
In fact, Fever Pitch drops 
on FIFA from a great 
height, and bridges the 
gap between the EA 
game's superb graphics 
and Sensl's speed perfect- 
ly. Every aspect of the 
game is a treat, with 
loads of neat passing, the 
well -placed star players, 
and fast and well animat- 
ed sprites, and whilst it 
lakes a while to get to 
grips with the plentiful 
controls f perseverance 
brings its own rewards. If 
I have to level a gripe at 
Fover Pitch, though, it's 
that it lacks a little depth. 
J g st as Sens! and FIFA get 
o little tedious after a 
dozen or so games, Fever 
reveals most of its moves 
in the first few games 
(including some smart set- 
pieces), whereas Super 
NES owners have 
Konami's International 
Superstar Soccer which is 
constantly adding new 
possibilities to the bask 
game. Even so, Fever Pitch 
plays current Meg ad rive 
champ, FIFA off the pitch 
by a long margin, making 
it seem slow and doted! 
and pushing US G's game 
to the top of the 
Meg ad rive premiership. 
Even if the digitised 
speech does sound like 
someone holding their 
nose. 



OOH, DILVYA SEE 
THAT? 

To put none-too-fine a point on it, fouling is an inte- 
gral part of Fever Pitch. The in-game ref is an invisi- 
ble deity who obviously floats somewhere above the 
pitch looking for misdemeanours, but it still proves 
rather easy to lay out an opponent currently in pos- 
session rather than delicately win the boll from 
them. Much as the FA would disapprove, pulling off 
o successful foul is extremely satisfying, with the 
stricken sprite sent flyrng across the screen before 
rolling around in agony. Similarly, a well -limed 
shove con also make or break a match, as if you're 
struggling to retain a 1-0 lead with just seconds on 
the clock and your opponent is about to shoot, 
you've got nothing to lose by pushing them over I 



TIME WASTING 

Fever Pitch's programmers have put the emphasis on arcade 
payability, stating that they hate the way lime is wasted in the 
likes of Sensi and FIFA before you can fake o throw in or cor- 
ner. As such H no sooner has the ball gone out of pfay in Fever 
Pitch, a player is set up to throw or kick it back into touch. 
With goal kicks treated in the same manner, this means that 
the only stoppages needed in the game ore for injury time 
and setting up free kicks. 



BRflfl 



-ZITfl | 




loBSE 


















r 







CONTROL FREAK 

Fever Pitch can be played using either a 
three or six-button pad. Using combina- 
tions of the buttons and the Dpad r your 
players can be made to lob, chip, punt 
and cross the ball, with a button used for 
each. However, if you ore currently not in 
possession, their uses switch to those of 
sliding kicks, sticking □ hopeful leg out 
(and hopefully topping an opponent's shin 
as they go by) r or blatantly fouling anyone 
in your path. Using the star players' 
moves, though, is simpiy down to pressing 
the B button which will send Tricky and ca 
skipping of stomping towards goal. 
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Shock! Honor! Ffwr Pitch in 
belter than FIFA shocker] If i 
foster, more controllable, 
and infinitely more 
playable, ""NuK said? 



J 





When US 

Gold first 
brought 
Fever Pitch 
to our atten- 
tion (in typi- 
K& caliy in-yer- 
fTl face mon- 
ft>ner) I 

thought they 
jp»f" were brave 

indeed to 
foist yet q nether football 
game on Mega drive own- 
ers (recalling their World 
Cup effort), thankfully, 
Fever Pitch gets if right 
where that game, and 
many others have failed. 
If s the essence of pick up 
and play, with simple con- 
trols, minimum interup- 
fions and none of the 
kitchen-sink options bol- 
locks that normally take 
up precious memory r 
Unlike FIFA if s fast and 
furious, and unlike Striker 
if s got a touch of finesse 
and mastery of controls. 
Once you get to recognise 
the star players and cheat 
like hell, you'll be having 
all sorts of fun. If s more 
like bloodsports than 
team sports, but definitely 
the best of its kind. 




MAKE ME AN OFFER 

So r just how do you recruit the likes of Barger and Tricky to 
/our would-be world champions? Ploying the gome in its tour- 
nament mode, your chosen international squad are dropped 
to the bottom of the international league and left to scrap it 
out with the likes of lraq r Kuwait and the Arab Emirates. Every 
time you beat one of these teams, you are given a password 
and the option to add a star player 1o your squad. Initially, 
these are mainly marking heroes like Mr Rigatoni for your 
rnidfield, but eventually you'll find the Containers and Bargers 
queuing to join your eleven. 
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DEAD/ALU 



PLAYERS 



GAME 1YPI 



3-D BLASTER 



IMPORT (£90) 



RELEASE 



OUT HOW 



OPTIONS 



CONTROL JOY PAD 
CONTINUES: UNLIMITED 

SKILL LEVELS; 1 
RESPONSIVENESS: OK 
GAME Dlf FKULTV: 
HARD 



1ST DAY SCORE 



LEVEL 10 



ORIGIN 



Obviously inspired by Doom and! 
the cur rem dough of 3D itiaie 
blasters. 



GAME BREAKDOWN 



□ □□□□ 

□ □ □ □ □ 

□ □una 



□ □ □ 

■ > 

z o 

s g e 



Z X lu Z uj 

S £ 3 S 5 

oe w x w £ 

o « w < G 



GAME AIM 



In fill role all levels ef ike space 
station Deadalut, desiroyjitgj robot 
defenders and kitting out year 
unit. 
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2077 AD was a year of note for two reason's. There were cente- 
nary celebrations for Virginia Wade's victory at Wimbledon in 
the women's singles, and secondly, world civilisation went to 
pot British tennis might hove been beyond salvation, but world 
leaders gamely set about wresting the world from anarchy by 
building a huge mechanised spate station catted Deadolus, that 
would enfdrte peace through a rigid code of civil conduct. 
And it worked. Society become so ordered that decodes later, 
some people got rather bored with Deadalus intervening in 
their affairs. A radical new force of freedom terrorists (s you} 
plans ta reform the world order, and the destruction of 
Deadalus itself is their firs! daring operation, 





CORRIDORS OF POWER 

Deadalus may hove gat H& no me from the master craftsman of 
Greek legend. Working for King Mfnos of Crete he created the 
labyrinth used to keep the gruesome mi notour. Deadalus is in 
essence a torturous maze. Each floor consists of a series of sealed 
chambers linked by corridors. There is only one exit and a key is 
required to access future levels. Map fans are thwarted by each 
level being randomly generated r so that each gome, or even level 
ore never the same twice 
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11 




KIT BAG 

Your LAOCORN ottqck unit is 
not short of dip-ons and gun 
mounts. There are fouf stan- 
dard weapons: Vulcan can- 
non, Laser cannon, Missile, 
and Arm punch. The fir$t 
three of these have limited 
magazines that must be 
replenished with clips lying 
around and others gained 
from dead enemies. The arm 
weapon is a limitless close- 
range attack to use when 
your ammunition is exhaust- 
ed. Weapons may be pow- 
ered up to varying potential^, 
that increases their potency, 
and the amount of ammuni- 
tion that can be carried, 




A Ffamin' nora (nv f flaming 
XJ2243 mxtmltyh 



De a da I us is 
□ tricky 
one. It^s 

«l? ^fek definitely 
1 AH not a great 
Ayr game, but 
perhaps an 
okay one. 
Every ses- 
sion leaves 
you think- 
ing you've 
had enough, but a few 
hours later and you feel 
the urge to go further. In 
its favour is the excellent 
presentation — with a 
fabulously arranged dis- 
play and an effective 
atmosphere! largely creat- 
ed by the music. The prob- 
lem is the random level 
generation. It makes them 
all pretty samey, and 
laborious to trudge 
through. These parts, the 
majority of the game, fea- 
ture pretty simplistic 
game pi ay. Much more 
interesting ore the levels 
with a clear. Deadalus 
would also have benefit- 
ted from more imposing 
enemies, , Putting its 
weaknesses aside, It 
works to a degree on a 
simple reflex blaster level, 
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Developers 
seem to 
have Doom 
on the 
brain, but 
few ideas 
beyond ihe 
bask 3D 
man 
blaster. 
Deadalus 
competes 
with Doom 
in the visual department, 
but lacks the depth of 
game play to match it* 
After skimming round a 
few levels, it's apparent 
that there's no more to do 
than find the key and the 
exit. Unlike the cleverly 
designed Doom, the levels 
are literally slatted 
together from bask 
blocks, making some ludi- 
crously short and others 
laboriously long. Your 
weapons are all dull and 
uninspiring, even after 
repeated power- ups. Pity 
'bout all that, because as 
you see, Deadalus could 
have been a stunner, but 
like so many before, it 
failed to capitalise. For 
£90 - forget it. 




CHINA SYNDRO 

The random levels are interrupted 
by fiMcd tasks. The first of these 
involves disabling Deadalus' four 
power reactors by shooting out 

their cores - 




adtapoMfmfeMi 



Each floor has a single ter- 
minal, just like a bank 
autoteller. Here you can 
download a map of tho 
entire level r easily allowing 
ou to locate the exit. On 
e I eve is, yog need to 
s$ the terminal to turn 
the emergency lighting. 



m 
1 

■ 



SJ 1 SS i 



it's fifte a 
siene from ajte 
af those 70's 



foad, Ntmmfh! 
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OPTIONS 



CONTROL: JOY PAD 
CONTINUES: PASSWORD 
SKILL LEVELS: 1 
RESPONSIVENESS! REASONABLE 
GAME DIFJKULTY: 
HARD 



ORIGIN 

Converted closely from a 
SNES original, based on the 
hit sequel movie of 1 993. 



GAME BREAKDOWN 

□ □□□□ 

□ □□□□ 

□ □□□□ 

□ □ □ □ n 

□ □ □ n □ 

il 

Z X iu Z uj 

3 s 3 2 5 

5 E S S S 
o os w <t 5 

GAME AIM 

Hemic babf Ruber r ham ihe mqn- 
sSon by psplormg the vast giounds 

of the estate. 




I ^^^^ These is a saying that 'nanny 

I knows besf , In the case of 
<L V the Addams Family hired help, 

JL Debbie Jellinksy, knowing 

" JHpi J extends fo babe napping, 

£ ^ t^^" J extortion, and hijacking the 

Addams' vast estate* H all 
^m%^/j^^ a started when Morticio 

dropped Out popped Pubert, 
4^W m a right little Addams with 

^ fully grown Moustache — a 

little replica of his father 
Hl^r Gomez, 

As Wednesday and Puggstey 
become prone to playing 'chicken' 
with the new arrival, Jcllinkisy is hired to look 
after the little bundle of misery. She quickly seduces 
Uncle Fester,, marries him and seizes the Addams estate. 
The now dispossessed family are relying on Fesler to 
find his way back into the mansion and give JeHinksy 
her marching orders. But the vast grounds around ihe 
mansion have been seeded with their 'pets' which 
makes it a hellish task. 



! 




NUCLEAR FALLOUT 
FAMILY 





PRESSING CHARGES 

Fester relies on his feisty finger to deal with the worped wildlife 
found in each orea. It contains on inexhaustible charge of zapping 
power, that repels or destroys. Unfortunately as Fester himself 
weakens, through enemy attacks, the range of the zap per decreas- 
es. There are other weapons to locate to supplement the zopper, 
like small rocks or plant seeds. Supplies of them must be replaced 
frequently. 




1* _^ I 




W _1 






Ad dams 
Family 
Values is a 
welcome 
break from 
platform 
fodder — 
the game of 
the original 
film was a 
distinct non- 
event* 

However, it works better 
as an idea than a reality 
At first it holds the 
promise of a Soleil style 
arcade adventure with lots 
of action, but the puzzle 
part consists of shuttling 
objects across a huge 
landscape. The game's 
lack of linearity is a weak- 
ness as well as a strength, 
as you are often left with 
no due of where to go 
next. On the other hand, it 
has the merits of pretty 
graphics, nice plot twists 
and a fair level of chal- 
lenge, plus it's a bit of a 
one-off as far as adven- 
tures go. If you fancy sit- 
ting down to a sea Ip- 
se r catcher, Ad dams Family 
Values is worthy of serious 
consideration. 



FETCH AND CARRY 

The basis for much of Ad dan is Family Values is find- 
ing the right object to deal with the right probfern. 
Characters in the game demand help, like the 
Phweep who beg$ vou to find his voice They in turn 
offer objects of their own. Being q twisted sort of 
environment, yog should never take requests on 
face value, as giving things to the wrong sorts can 
land you deeper in the r er r mire. 
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MANIAC MANSION 

You are now about to enter the Twilight Zone 




GARDENS ^ 

The nearest regions, which lead 
to most other areas. Whe>e the 
family tends to hang out. 




If you can 
about 
recall the 
cinema 
\SkM >Tfi release of 

™ / V afv (By 

\ L-' § hypnotic 

regression 
into a past 
life) you'll 
^^^^Prt know this 
game has 
the flimsiest links to the 
movie plot. Despite that, 
If s a highly-enjoyable 
twist on the adventure 
genre, and possesses 
quite a few original fea- 
tures. I'm not so sure 
about some of the large 
open plans levels, though, 
as they're usually sparsely 
populated and a bit of a 
chore to trudge through. 
The game really picks up 
though when you enter 
the maze* levels under-* 
ground as the game takes 
shape. Plenty here to 
keep you amused for 





SWAMPS 

Search out magic mushrooms, cousin It and tne Feed Me plants. 




CAVERNS 



Various complexes dot the landscape, usually holding important 





GRAVE YARD 

Various epitaphs of Ocean staff 
and other assorted lost souls. 




I* si 



GREENHOUSE 

A hothouse of 
intrigue and Onions 
and a nasty littfe 
pot plant. 
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GET YOUR MITTS ON 
THE NEW SMASH HITS 



J 




TAPE OF 
MUSIC 

12-track cassette featuring EAST 
17, BOYZONE, THE BEAUTIFUL 
SOUTH, LET LOOSE, WARREN G , 
WHIGF1ELD and loads more. 
More brilliant gifts on the way! 



EVERY ISSUE . . . 

8 EXTRA PAGES 

More stars! More things to 
win! Loads of horoscope 
stuff! More gossip! Your star 
stories! Ana donx forget all 
your old favourites! 

EVERY ISSUE . , 

10 POSTERS 

And that's a guarantee! 
EVERY ISSUE . . . 

BIGGER. BETTER 
SONGWURD MAG 

With more songwonds, 
quizzes, a readers' chart, 
interviews and the prize 
crossword! 




SMASH HITS 



THE BEST HAS JUST GOT BETTER! 

On sale now! 



Still not convinced? Watch CHANNEL FOUR at 6.10pm on April 28. 

(And keep mum...) 



EZ MEGADRIVE -REVIEW 
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| PLAYERS 


J L 


l 




ma 


£39.99 J 




CODEMASTERS 


RELEASE 


MAY J 



OPTIONS 

CONTROL: JOY PAD 
CONTINUES: N A 
SKILL LEVELS: 3 
RESPONSIVENESS: GOOD 
GAME OlffKULTf : 
TOUGH 






EEAKDO 

□ □ □ □ □] 

□ □□□□ 

n □ n n n 

□ □□□□ 

□ □nnn 
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WG Grace, Geoff Boycott, Imrpn Khon (isn't that [ i i- flB<1 ^ p "2^ 

who David Bowie married?), Jon Botham, ond J ' ^ *f 

now Brian Lara, All knights of the noble sport of 

cricket. A sport that separates the men from the I * J J 

boys, the deep fielders from the silly mid offs, the Jf iBl 

darjeeling from cucumber sandwiches! A sport until f TCr— — 

now untouched by the hand of console program- / — - ^Tzi^ - 

mers, is preparing to go global thanks to the team 

at Code masters and their knack of transforming great British 

spo rting traditions info console classics. 
t ■*-^^=g>— The Codies have token Ihis noble sport, stripped it down to 
I iSTij *Nfw^ m "^^^^^^^s^^^-^*"* fissenttal ingredients, and rebuilt fhe 
I ^ns. * ^ ^^B*^^^^ game in an effort to make it as playable as 

real thing. With ten teams featuring 
/ m lT ' - ' *nVra international stars, and leagues that range 

f If I " " r i from world class to village green Sunday 

JL f I slogging matches, will Brian Lara Cricket 
JWf /jP 1 I have the pace to bowl out the opposition or 

-7— — * ff I will it be rained off after lunch? 



A qukk greeting to Sega Power's toynt rcade 
Am/ourf Guttcn Ting? Bmimrno! HEAR Ml DEAN/ 




Hardly renowned for being the fastest of sports, 
cricket test matches can go on for days on endf 
To maintain the feeling of a real test series, but 
prevent the need to sit for days on end in front of 
the tellie, the programmers have included a vir- 
tual clock. The dock ticks away in the corner of 
the screen at an increased rate, and even 
demands a break for tunch and tea 
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If you're weary of the crease, o short spell in the 
spectator's stand may be the answer, but this 
doesn't mean 
you have to 
neglect your 
nets practise. 
Instead you 
can pick two 
teams, sit 
back, and 
study tactical 
forrriJHE 



Gwuthyc Andy iowe* Who said my 
fbfifg about raff md sinking ships? 




EVIEW 



GRAPHICS 



Gig player spnles 
which behove r&alrjii 
colly, and a variety ol 
camera angles. 

• Thy taljfeu □ 
bil on 1he we*dy 



march imro mus« 
wilh a (drMepn 
ihemfl. 

Nor a graoj rkolol 
iound in -game apnrl from lhe Otfti- 
sionrjl [bp and quack. 



PUYABILI 

[ i i-Hintfly pla/cble Jflk 
ones |fDu gel iinlp lhe 1 jJl 
\mi pomrs oFbowl- || 
ing ci'u bflfUitg. 

▼The CPU Al i^al 

hniH\ a bil roo good, decisions rarely 
going in lhe plcty&r s favour. 



Isl IMN1HGS 



In ovfn? 



LASTABILITY 

leu learns, differ 
enr piny ApHon jJ 
unlimited options fillttJ 
▼ it's going 1o bfr | ™ 
quire- a while before 
you wo Ik uwojf tfilh (he Ashes. 



A refreshing change from 
the usual nssortmerrt d 
American sports iims. 
Simple, challenging and 
addictive, 
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M-EGADRIV-E REVIEW 




PRICE 



£44.95 





A 


PRIL 









CONTROL; JOTPAH 
CONTINUES: PASSWORD 

SKILL LEVELS: 1 
RESPONSIVENESS; GOOD 1 
GAME DIFFICULTY; 
MEDIUM 







Th 




1 




Sv* t 










1 
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People can go an about 
their minority rights. 
Moaners the- lot of them. 
Have they ever spared a 
thought for the blobs? Eh? 
Thought not* 

Oh yes, they're happy for 
the blobs to provide them 
with entertainment. There's 
no complaint when people 
are watching Morph or 
B aba papa on Bravo. And no 
tears ^hen the Playdoh 'Furry 
Barber Shop' is brought out 
for the family. But when it 
comes to giving equal 
rights to blobs, bogies, cloys 
and putties (and our other 
affiliated members) there's a 
squidgy kind of silence. Well, 
no mo rep We won't be treated 
like something to be scraped 
off the sole of o shoe — even 
if that's whol we are* Along 
with the chewing gum 
legions, grout guerillas, come 
our fiercesomc forces of liber- 
ation; tremble at the might of 
THE PUTTY SQUAD! 




m 



Putty Sq 
business, 
animatio 



fly, 

in have 
issed 
boring 
er Putty 
gone 
ght for 
i sequel, 
it's 

lesfion- 
uuif their 
best to date, 
looks the 
,4 iant 
Putty 
e's legions of 
it plays even 
looks. The 
gs you can 
of cloy 
ayabili- 



and the gat 
denizens. B 
better than 
range of thi 
do with the lump 

fees for more piaya»in- 
han most left- right - 
jump platformers. The lev* 
els are large and offer 
freedom to explore and 
develop strategies, and 
things get tough very 
quickly. It's also a relief 
that the game humour 
works well, with silly dis- 
guises and putty's quizzi- 
cal expressions. Only the 
sound is less than excel- 
lent, though accomplished 
enough. This is one of the 
most playable platformers 
around, made all the 
mare attractive by its Orig- 
inality, 



STARS W THEIR EVES 

The ubiqutous bonus star plays a part in Putty Squad, but it's of 
far more importance than a points bonus. As Putty's star tally 
increases, bis offensive capabilities grow. Some stors are just 
lying around,, but others may be earned in various woys — lump- 
ing on the guards rather than just punching them. Also, some 
enemies remove stars as well as energy You lose all your stars 
and powers with each lost life, making later levels much more 
difficult, so there's an added incentive to stay a five. 




A Hew there's some 
thi ng yw don't see 
e very doy. 
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DfVEElfXL 5 WOBBLE 

Putty's relationship with Dweevil is rather bizarre. A sort of 
punk cat, he wanders the levels on his rocket- powered skate- 
board. Putty summons him by regurgitating the packet of cat 
food. When Dweevil arrives, he goes for Putty. If he get a kick 
in, he lays a time-bomb in celebration. If Putty floors him, his 
substantial belly serves as a trampoline. Putty can even push 
him into position. 



LIVES STARS MIA USE 

0 2 4 5 li I 



o loiii u 



0-1 STARS 
PUTTY PUNCH 




Imagine an httNld 
wheic ihe natives only 
spmk Seqa Power jingo 
benwie of topics that 
found themselves there. 
The Pish Tribe, maybe? 





GROUTA 
BOUT 

Putty demonstrates his 
elastic properties in several 
useful ways. He uses these 
shape-changing powers to 
overcame the trials of 
landscape and enemy: 



3HVFFLS 



For extra 

speed and 

moving 

across 

gaps, 

Putty 

stretches 

himself 

lengthways. 



This allows 
Putty to pull 
himself up 
to higher 
platforms 
or grab 
bonuses 
without 
jumping, 

gttoop 

Lets Putty 
descend as 
long as 
there is a 
floor 
beneath 
him. 

ABSORB 

With Putty flat- 
tened, he 
can absorb 
all manner 
of items - 
It's also 
doubles as 
a safety 
position from 
most enemies, 

XHFLATt 

After jumping, 
Putty i$ able 
to pump 
himself 
and float 
upwards. 
The bigger 
he 

becomes, the 
faster he rises. 
But inflating reduces his 
energy progressively 
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COMMENT 

Congrats go to Ocean far 
what is one of the most 
original pi at formers for 
ages. After the superb Jelly 
Boy, they return to their 
morphing fixation with 
Putty Squad which, whilst 
not as immediately 
playable as JB, offers a 
more challenging task. 
STEUE Guiding the little blue blob 

up and onwards requires 
real skill, but pulling off his special moves 
soon becomes second nature. Everything 
about the game feels right. The cartoon 
graphics are ideally suited , and each level 
features a fiendish array of ledges to tra- 
verse, Add to this a wealth of hyper- intel- 
ligent baddies, and you have a game 
worthy of anyone's attention. It's just a 
pity the music is so crap, but I'm sure we 
can forgive it that little faux^pas. 




PLAYABILITY 



The initial clwjl- 
fEnqe is- lo work out 
how re gsr 1q grips 
wirh Flirty. The bad- 
dies are intetltyenl 
and rhe levels nr & mil rlwwjlir qui. 



A 
( 



viwrniw 



Backdrop art 
mspcr itiari a bag d 
Wailuerf and tti« oni- ] 
rwtiDn \i fl uid, G real 
enemy iprilw and Jon 
going on or any one time 



INSTABILITY 



Loads of \mk T 
same of which ere 
cii'cmely rough, 
despiie ihe pos&word 
sysrep. You'll need to 
fine-lune your putty cwlr&l 



vrm 

A nforlformer of ihh 
q udily is a rare thing 
indeed, so you can't 
4j rumble a1 the tariff. 



Fulfy Squad comes together 
as one of ike mgsl solid and 
c ho I longing pbt formers ol 
the year, and a high point 
for Ocean. 




TIC A YELLOW 
RIBBON 

The purpose of Putty's mission is to rescue 
his compatriots, languishing within enemy 
territory. Each red putty is absorbed into him 
before locating the hidden exit. Some stages 
have hidden bonus areas. Doors appear out 
of walls and absorbing the green cheese 
takes you to other areas. 





ed ear 
drum (miff 
sham). 



7WK FOOD 

Putty busts his way into a series of crates found 
in each landscape* He Is able to absorb the con- 
tents which spew forth. Some of these items have 
an instant beneficial effect on his health,, where- 
as other items add uncanny powers to his arse- 
nal, like the following: 




pap 

Putty takes to the $kie$ in 
a mini-rocket, If he has 
nitros he can bomb from 
the air. Flying reduces 
health, but at least he 
can t cra5h. 



Hxrno 

Once absorbed, Putty can lay 
time bombs when flat. 



CAT FOOP 

Used to call 0 weevil. 



FOOD 

Replaces lost health. 



With a convincing specs-and- 
moustache 5e t, he fools the 
enemies and walks by unmo- 
lested. 



CRXUX 

No one can result Putty's 
Jdapeno induced rage. 




Summons the DJ, whose turn 
starts the baddies raving 
helpessly, 
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TELEPHONE 

an 

ME4A J3X 
AFTEHBUBHER 
COSMIC C ARMAuE 



NH GAMES 



(01204) 309 290 



MORTAL HOM1AT II 
fMCl HARfilER 
mi WAU AKUI 
STELLAR ASSAULT 
EUPER MOWIDM 
34 ORIAT NOUS 
Y.ft.DELLJXE 

MEG- A DRIVE GAMES 
BATMAN A ftOHIH £3 7.99 

CANNON POURER 134.99 



£1 39,99 
£3 7.99 
£4B.49 
£41.49 
£49.99 

i 37.99 

E4H.49 
14 ■. 4* 
1 44.4 V 
£40.4ff 



EARTHWORM JIM 


£29.99 


ECCO H 


£34,99 


UON KINO 


£39.99 


MICRO MACHINES II 


£34.99 


MICH IV MANIA 


£21-99 


MBA ACTION 


£3790 


fr 1 STAB 


£34,99 


ROAD BASH III 


£37,99 


SAMURAI SHOPOWN 


£39.99 


SKELETON KftlW 


£34.99 


SPtDERMAH TV 


£34.99 


STAROATI 


£34.99 


STREET RACER 


£37.99 


THE STORY OP THOR 


£49.99 


WOftLOCK 


£34,99 


X'MEH 1 CLONE WARS 


£3 6.99 




9 9 jayicr # J *JT # 4fepc O * 

9 Afrj rRf^M flotife* >bT * 4Wfr// 9 




■BBSl rpail order^BBB 
TO 4W££?IS£ 

K£«A saOB gXSids 




91Z 6^00 
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M*Tial*i IndyciT 
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Mr. Nuti 
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PTlM* »f PWYll* 
run & C«.m«x 

Slr«*t Ftffhlar 2 
All gamvi in Mac* fr^m 3A * °B 
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TELEGAMESWM 



BUY WITH CONFIDENCE FROM EUROPE' 

STOCKISTS 
* ESTABLISHED OVER 12 YEARS* 

TELEGAMES, WIGST0N, LEICESTER LE1S 3TE 

Svnd 5AE staling I his n.<|Liirvri or 

TEL 0116 28* 0445 / 0 1 16 2B1 MM* <ir FA \ 01 It* ZS I ,1437 



To advertise in f Jiis Scecien, pkuc call U^Jl If n^h*-# »q 97H €rjO0 n^// 



32X REVIEW 




1-4 



PLAYERS 



GAME TYPE 
SPORT 



4.99 



The NFL Quarterback Club. Now there's a 
name that commands respect wherever it is 
heard, for the Quarterback Club is undoubted- 
ly one of the most prestigious organisations in 
the World. Meeting every Tuesday and 
Thursday at the official club treehouse, its 
exclusive members are only granted entry to 
ihe hg I lowed inner sanctum upon presentation 
of the top secret club password and hand- 
shake. Once within, they proceed with the 
usual club agenda - high -stake games of Top 
Trumps, shotgunning cans of Top Deck and 
chomping on Barrett's sweet cigarettes, before 
Mrs Mc 5 with en arrives with a lunch time treat 
of chicken sandwiches and lemon squash. The 
second half of the day is then spent plotting 
how best to pelt eggs at the two smelly unpop- 
ular kids at Quarterback High, Joey Montana 
and Jonathan Madden. Boy, it sure is a great 
club and we were privileged enough to join in 
(heir members-only antics thanks to the NFL 
Quarterback Club game released on the 
Megadrive a couple of months back. Well, now 
its time for a club reunion, only this Tuesday's 
meeting promises to be even more exciting, 
because it takes place in the more luxurious 
32X treehouse. Coo. 



Club an the 
Megadrive, 
so the least I 
expected 
from the 



1 ^/// . expected 

^Fl^ ^*>a 32X version 
%i« was a game 
*5Z* " that played 

^* V#»m i ust ° 5 we,L 

» UIW | wasn't 
however, expecting 
Acclaim to improve the 
visuals that much, As such, 
the result comes as quite 
a pleasant surprise. 
Whereas the graphics on 
Megadrive Quarterback 
Club were clear and prac- 
tical, there's no doubt that 
they were pretty basic. 
32X Quarterback Club, on 
the other hand, looks 
extremely detailed with 
impressive pitch textures 
and clearly -defined 
sprites, plus the extra 
views all add to the 
superb presentation. 
Likewise, the sound is 
superior, most noticeably 
with the clearer speech. 
The lack of the 
Quarterback Challenge is 
a bit of a shame, since it 
was quite fun, However, 
even without it, this is Still 
the better game. If you 
have a 32K and no 
Mad den -style game to 
speak of, this should be a 
definite consideration. 




32X EH? SO WHAT'S NEW? 

The least you'd expect from a Megadrive 32X version of 1 6-bit 
game is better graphics and sound. That's what all that extra tech- 
nology is for, after all. Well as it happens, that's exactly what the 
32 X version of Quarterback Club is all about. The actual gomeplay 
is identical to the Megadrive version. The 32X's enhanced resolu- 
tion and improved colour palette have all been put to use, with 
extremely impressive results. The front- end presentation is more 
polished, the playing field looks more convincing, with a better 
grass texture and even a stadium crowd around the edges. What's 
more 32 X Quoterback Club even has all -new, biologically 
improved viewpoints to ploy from and here they are in their full- 
ness. 

NORMAL CAM 

The standard Madden- style view, the Normal Cam gives you a 
good overall view of the pitch, whilst still keeping plenty of the 
graphical detail on screen. 

BUMP CAM 

This view realistically simulates how the game would be seen 
through the eyes of an overweight spectator Ha ha, no really, it's 
actually a distance view of the pitch as seen from aerie I camera, 



GAME AIM 

To acquire the highest 
mote? by beating an appos- 
ing team in aj game of 
American Football. 
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AM I MISSING 
SOMETHING? 

Avid readers of our NFL Quarterback Club 
reviews might notice that something is amiss. 
Well; the 32X version doesn't have the 
Quarterback Challenge, a made that allowed 
you to take part in Quarterback training. Mind 
you, since this didn't actually help you in the 
game proper, it's not really o great loss to 
quarterback kind. 




BACH 



SflCKEDt 

Br m for 

AN 11 YflRO U 





A Games art/on 
ahoy in this 
attion packed 



screen 



GRAPHICS 



h wst improve- 
merir owir the 

ier piKh reirures and 
player aftimarian 

for ps She 221 goes, this isn'l 
\hz arpuziflfl nexr level. 



Nothing to speak of 32- 
bil wisc r but quite simply 
u greal American Football 
game. Perhaps The best * 




Looks bet- 
ter, sounds 
better — 
32X 

Quarterback 
Club is an 
improved 
, , # version of a 
*W h JJ«i perfectly 

competent 
r*mgc Mega dri ve 
simulation. 
The added viewpoints 
moke the game more 
exciting and like real TV 
gridiron (though the 
replay mode is still 
flawed, as the action 
freezes when you pan). 
But the penalty is the loss 
of the Quarterback 
Challenge, which, though 
an add-on to the main 
game in the original, was 
a major contributor to its 
appeal. What's left is the 
no-frills playoffs, well 
plenty of frills actually. If 
you have gone to the 
trouble to get a 32 X, I can 
thoroughly recommend 
this aver all other 
American Football games, 




Not actually carried around on the shoutder of an annoyed player, 
this one. In fact, it actually views the game from shoulder height, 
providing some fairly impressive usage of the 32X r s sprite scaling 
abilities ps the players move in and out of the foreground. 

AUTO CAM Hr 

If you fancy a variety of viewpoints 
without the messy task of manu- 
ally switching between them, this 
is the one for you. When long- 
distant kicks are in operation, it 
provides you with a Blimp Cam 
view, whereas mere standard 
running moves ore seen from the 
Normal View, What's more, pass- 
ing moves are 5 sen from their own 
unique panning upward view. 




MM SEGA 83 



" e GAME GEAR REVIEW 





Complete Star Man 



Having appeared everywhere 
else. Mega Man hirs the Game 
Geo r too rfejy at US Gold, 



BRLAKD01 



□ □□ □□ 

□ □□ □□ 

□ □ □ □□ 

□ □□□□ 

□ □□□□ 
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Huvint| done his time on the 
Megodrive, Caprottt's HIS hero 
is here to save the day far 
Gome (four owners. 



PRICE 


£39.99 


BY 


US GOLD 


RELEASE 


JUNE 





If, at six years-old, Sonic 
is at what Sega consid- 
er retirement age, spare 
a thought for poor old 
MegaMan. Now entering 
his tenth year of active 
service, MegaMan has 
been hobbling across 
platforms and exploring 
flick- screen locations in 
his never-ending quest 
for retirement* 

Now his aching bones 
have been ported to the 
Game Gear as US Gold 
snatch away his pension 
book and milk tokens 
and force him into battle 
with four baddies resur- 
rected from the existing 
NES games. In foci, this 
sets the theme for the 
rest of the gome, as US 
G claim Game Gear 
Megaman lifts oil the 
best aspects of the origi- 
nal: games, and weeds 
out the crappy bits. If 
only they'd done the 
same to Hurricanes. 
Mind you, t he re 'd be 
stuff all left after all that 
pruning.,. 



WILEY DELIGHTED jm^Zm 



As with every 
Megaman game to 
date. Doctor Wiley is 
the guy responsible 
for our hero's latest 
outing. As with 
every MM game to 
dote, Wiley has 
recruited all manner 
of weird cohorts to 
aid him finishing 
Mega man off. Why 
he jusy couldn't 
have him shot we 
don't know, but here 
are the evil guys 
MM encounters: 




STONE MAN: Pretty 

normal MM fare, 
with oil the usual air 
and ground-based 
villains whizzing 
around this quarry- 
based location. 



BRIGHT MAN: 

Hahohah a play on 
words, because get 
this, the level's etark 
until a certain crea- 
ture is shot. Titter. 






*. coil-y 

Resplendent in his metal trouper suit, 
Megaman is an atWetie chop. Armed with a 
suit-mounted cannon, he runs, slides and 
jumps across the play area picking off baddies. 
When the boss creature has been defeated 
MM inherits one of their skills. Similarly, paus- 
ing the game reveals a 
secondary character — 
a dog called R. Coil, 
who, when summoned, 
helps Megaman jump 
higher than normal. 



84 MM SEGA 




Mzgamm NHtfent- 
p/ates Axusat prestrip 
thai for seme time to 
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COMMBN 

By rights, any r^ 
should be the p 
urn for Mega mi 



STAR MAN: An 

early incarnation of 
David Bowie, and 
the inhabitant of a 
sprawling space sta- 
tion, Rockets and 
meteors pose □ 
problem here. 



NAPALM MAN: The 

hardest level of the 
game. Full of blood/ 
annoying tigers ond 
jungle warfare 
things. Sods. 



By rights, any handheld 
should be the perfect medi- 
fjC^t urn for Megomon. After all, 
fvVTi- the original was at Its best 

^f^m/t/m ° n t * ie Game Boy, so by 
|p^^^J rights art update which 
V Ijfif draws the best from the 
^^■f existing versions and is in 
^ Pr colour, should be the ulti* 
mate handheld platformer. 
STElfE Wrong. Because, as with 

every version of Megarnan 
to date, this Game Gear incarnation is let 
down by some very basic flaws. Whilst the 
basic platform/shoot 'em up mix is as 
playable as ever, the needless loss of life 
and frustrating sections of the original 
have also survived the transition. This 
makes for a game which can be either a 
complete walk -over or wildly frustrating, 
and these two factors make for an uneven 
game* Mega man is certainly 
Hmmm ^-^ packed with levels, bosses 
and power- ups, but sadly 
only the most tolerant 
will benefit 



GRAPHICS 



I 




This is the second quality 
platformer in as many 
months from US Gold, cind 
2VfF%j3 Megarnan is a notch up 
jX|UB from what Game Gear 
owners have come to 
f expect. It's a close conver- 
sion of the Megarnan style, 
with graphics on par with 
the recent Me gad rive 
Meg a world. However, it's 
frustrating nature won't 
endear it to every player, in the way we 
think Operation Starfish will , If you're a 
Megarnan fan, this is handheld heaven. 
Otherwise, this is an ideal buy for those 
who like a real Game Gear loughie. 



Well-drawn sprires, 
rhfi bdclcdrafM are 
detailed end varied, 
aad fhere are hmfe of 
eiiH-iny sprites. to 
butcher. 




SOUND 



W A bif puny ig say 
Ifw bast, The elfeds 
B have leu import lluui 
a fighr \mtm\ n John 
I nin □ 11 and Julian 

| du e 



PLAYABILITY 



Trie 5-implislic I 
mtm means yen'W | 
be Uaslfrig vilh llir I 
besr baFore long... I 

Only to haw fa do 
ir ii y ii in rhonks la Phi* fr^quenrly Iras- 
Ira ling ond u Avoidable amuck *o*eij 



LASTABILITY 



true alien clients 1 
follow a partem so I 
i I'll lake ages ra learn I 
rrwm. 

It depends ii you ™ 
Ireasure your hair as ra whalhpr 
yau'H [^severe. 



Nor overly eiptn- 

rivt 

~Bur nal wdty rbe 
{ream ol lire Game 
Gttir crop. 



ia#rliel f jjf 
Game 



OVERALL 




m 





A very good can version 
drawing all ihe best aspects 
of the series, but lb* flaws 
ol I he original are aba pi fi- 
scal. Whot a pity. 
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# M -EGA-CD REVIEW 




hat g 

around, and around 
and around. Well it does if 
you buy games. Road 
Rasti has been thrashing 
around Meg a drive country 
roads and lanes for the best 
pari of four years now, and 
EA show no sign of slowing 
down. Not long offer the 
release of the third 
Meg ad rive edition conies a 
portmanteau of the cartridge 
games bundled with the 
front- end of the groovy 3 DO 
gamc ; with all fho rendered 
footage and video clips. 




II PEOPLE 




CAM! TYPE BEM CM UP 



Eferna) Champions on cart was of little note, opart 
from the Great Mean Machines Review Scandal- 
Picture it Christmas 1993. At that time Rad was 
doing some stuff on MEAN MACHINES while 
working on the new Sega Mag, He did the 
review honours on Eternal Champions, end, per- 
hops having too much sherry trifle, awarded it a 
massive 98%. Okay, the game was solid enough, 
but in retrospect it was an undeniable boob. 
Well, confessions like that are rare, but the arrival of 
Eternal Champions CD is a timely opportu- 
nity to come clean. And it also explains 
why this, a superior gome, scores less 
than its cart original, Sego have spent 
considerable time, money and effort 
putting together a beat r em up that 
will hopefully enhance the Mega- 
CD, and set-up the characters for 
further next generation editions, 



The CD contains characters and options 
from the excellent 3D0 game These are set 
in 'Der Panzer Club', a biker's dive. Select a 
cartoony character and browse the bikes 
which are profiled in arresting camera 
sweeps. All race starts, finishes and busts 
are accompanied with a series of funny 
video clips Well, funny the first time. 



MURDER 
MOST HORRID 

Eternal Champions earnestly appeals 
to sicko mentalities with its range of 
deaths. Merely dispatching an oppo- 
nent in regu- 
lar beat 'em 
up fashion 
is only the 
simplest 
way to 
end □ 

round. There are multiple other 
death modes; where the back- 
ground can come to life (see the 
example of the cinema attendant 
pulling out a shotgun); finishing 
moves, or even spectacular 

'ci nek ills' shown 
in rendered 
cut-sequences 
created on 
Silicon 
Graphics 
machines. 
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MEGA-CD REVIEW 



UVEKMLL M*i 

Nalhing much to odd to «ilhsf 
Bond Roih 2 3, though irot 
strictly o bud gome. 
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Rendered 1 inlrq and f tqufrnces. 
campetefii in-game graphic 



and 



SKIDDY- 
WISE 

The ploying perspective is 
almost identical to previous 
Road Rash titles, tike 
McCartney/Lennon's 'long and 
winding road . However, new 
hazards and targets make thcrr 
debut. The zombie' inhabitants 
of the town stage r supermarket 
trolleys and hazards unique to 
each stage present challenges. 



COMMENT COMMENT 



Road Rash 
has dearly 
had its day, 
and this CD 
version was 
the last 16b it 
edition to 
have been 
something 
new and 
exciting. If 
isn't. 

Although the 
worthy presentation of the 
3 DO has found a place on 
the CD, none of the new 
graphics and game play 
have, You could be look- 
ing at previious Road 
Rash, You are also looking 
at a good £40 for a basi- 
cally three year- old game. 





Meg ad rive 
owners owe 
a debt to 
Road Rash 
and EA — it 
was the best 
racer on the 
machine far 
many 

moons. But 
times move 
on, and that 
debi has been repaid. The 
Mega -CD version was the 
opportunity to try some- 
thing new using the 
machine's limited hard- 
ware. The opportunity has 
been largely missed, as 
the additions are frlp* 
peries and the main game 
unchanged. Make your 
buying decision in Fight of 
this — just say no- 




For once we 

thave a 
Mega-CD 
conversion 
that actually 
adds a lot to 
the original. 
Whether you 
really want 
all the 

CTEIfE cinekills and 
SB M fc ITfc FMV footage 
is another matter. It's □ 
pity that so many of the 
best features are almost 
impossible to locate 
through ploy, and players 
will have to wait for Sega 
to reveal the hundreds of 
moves. That said, the 
appeal of Eternal CD is 
clear for any fans of the 
one -on -one beat 'em up 
genre. 



THE DIRTY DOUBLE 
DOZEN 

Eternal CD has a staggering 24 characters to play with. 16 of 
these ore selectable from the options screen — four more than 
Eternal on cgrt, The other eight are bizarre editions, including a 
chicken. The/ oil have their own moves, including specials. 



[COMMENT 

Despite the 
strenuous 
efforts of 
Sega, this 
still fails to 
have the 
panache of 
Streetftghter 
or M K 2 . 
Mortal 
Kombat 2 
especially 
moved the genre an in a 
way that makes Eternal 
Champions look dated. 
But the game plays quite 
well, if a little sluggishly, 
and there's tons of fea- 
tures crammed in. It's 
probably the best Mega- 
CD game of the year to 
date. 
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MEAN YOB 




I'm answering 
letters in front of the 
TV this month, as 
this new show 'Fists 
Of Fun' is about to 
come on. Who's 
hosting it, Julian 
Clary? Anyway, TV 
seems light relief 
after going through 
some of your dung. 
I'd rather go down 
the aisle with Mandy 
Jordache and go 
dating with Beth 
than answer some 
of the crap you pass 
off as letters. 
Nevertheless there 
are a couple lucid 
and clean enough 
to publish here. If 
you think you can 
do better [I don't 
see how it can get 
much worse) then 
stick it down onto 
paper, wipe a bogey 
on it and send it to: 
MR WOPSY'5 GOT A 
DOO-DAH MAIL- 
BAG, MEAN 
MACHINES SEGA, 
Priory Court, 30-32 
Farringdon Lane, 
London, EC1R 3ALL 

j 






mm, 



mm 




% A OahfWc 
tfn'f find 
fSfm, the tame of 

EySk ] '** s*>r w ko 
SrilSfl STiarT tor- 



BO 

Dear 
I got ! 
wond 



GGING 



Dear Yob 

I got a 32X at Christmas and I 
wonder if anyone else has the 
same problem os I have. My 
one game is VR Deluxe, which 
keeps crashing halfway through 
each race. I have also noticed 
that since I got the 32X, 
Ground Zero Texas crashes 
occasionally as well. I don't 
Mm know Ef this is a coincidence or 
if the 32X is faulty. Could it be 
' that the first batch of machines 

is faulty, or just mine? I haven't 
fried it with any other games, 
but with these two it's bad 
enough, as they are the only 
ones I'm playing at the 
moment, I was going to get 
Doom r but it may well have the 
same problem. Can you find 
out from Sega exactly what is 
going on? 

Chris Rayment, Heme/ 
Hempstead 

YOB: The problem might 
come from using an old 
Megadrive. There ore incom- 
patibility problems between 
very old models and the first 
batch of 32Xs. Best speak to 
Sega, matey about sorting it. 
There's no way that 
your 32X ^^^^^^^M 
can affect fl 



some of their earlier Master 
System titles but was actually 
told to 'try a second-hand 
shop'. Now we have all the 
'next generation' systems on 
the horizon and some of our 
all-time classic gomes will be 
reduced to fond memories and 
screen shots in old computer 
magazines. 

I'm looking forward to the 
Saturn and Playstation, but it 
doesn't matter what format a 
game is on as long as it is a 
good game. If there was o way 
to get companies to release 
their back catalogue games on 
an upgraded format they 
should shift a few units. Look at 
Mega gomes 2, 3 and the more' 
recent PitfoIL 
Mark Hogg, Derby 
YOB: Mast Master System 
games are disappearing fast 
(thank God!), and the ones 
still on sale in the big shops 
are well over-priced. You 
are right that there are 
some good games worth 
seeking out — New Zealand 
Story is one excellent exam- 
ple. Try sifting through our 
Mega mart column or put In 
an ad yourself. 



since when did a 5NEb 
owner get to play Doom? 
Perhaps you think Vortex is 
superior to Metal Head. No, 
Never and No are the 
answers, I think you'll find. 
Bear some facts in mind, 
faeces brain: the first games 
were only in development a 
short time; teams like 
Scavenger and Core are 
doing some amazing 32X 
development and we've 
Virtua Fighter amongst oth- 
ers to look forward to. The 
32X might not be the Saturn, 
but its tech no Fogy gives the 
SNES a bloody goad hiding. 



■*•! roan. But 

photo of you ferj 0 h 

fto play darts ■ rigkf hym. 

with) if not 111 

come round to 

your place and rip your ugly 

head off. Watch it. 

Drag 

YOB;You're 'wonderful': You 
may wonder what all the lit- 
tle [sk]s mean (though it's 
probably how you would 
write that you were feeling 
ill). They ore added by us to 
let the readers know that is 
how the letter was actually 
written, in case they thought 
we were the spuds who 
couldn't spell elementary 




your Ground wm 

Zero Texas ■ 
though. Try 

giving the V 

disc a wipe, 1 

MANKY 

Dear Yob 1 
In October I 
bought a Master 
System Converter 
for my Megodrive 
because I wised 
up to the fact thai 
there are some 

excellent cheap 8-bit games out 
there, and in a few years it will 
be near enouqh impossible to 



J A Oh dtear, it secrm that Chm 
Andrew tms spafted Paul 
Button's a/tcr-cgo; Bra-Mart, 

Bargain shops sometimes 
offer cut-price 8-bit games. 



uear Yob 

I have something to say — I am 
the captain of world 3 sector 9 
area 203. I think your face 
looks like a poor defensless [sic] 
after being cocked on by a 
dinosaur. Wonder what hap- 
pened to Steve? Yes he's MEN- 
TLE [sic]. Thanks to me that is. I 
put 24 tablets into his turd and 
lemon sandwich these tablets 
are mentle makers. 
If you don't give me 30 billion 
pounds, three contries fsic], 201 
Megadrive games and a signed 



guage, such as mental* They 
may also wonder why we 
printed such a complete 
arse- wipe of a contribution 
to this great magazine. 
Basically to show what a 
complete failure of the edu- 
cation system you are. We 
assume you're some eight- 
year old spotty scrofe with 
no mates, but the sad fact is 
you are probably an 18 
year-old trolley catcher at 
Sainsbury's who loses his 
mess over Blaze from SOR. 



forever. 

My problem is that some of 
them ore nigh-on-impossible to 
find; titles like Fantasy Zone 
series, Spy v Spy, Wonder boy 
1 ,2,3, Hang On, Choplifter etc. 
Even some of the newer titles 
like Time Soldiers and Super 
Monaco GP l r rn even finding 
difficulty with some Megadrive 
classics like Pacmania and 
Rambo 3, Flicky and 
Ghost busters are almost 
impossible to get. 
I tried to contact Sega about 



pilafions of good Megadriv 
games at the mo. 

MINGING 

Dear Yob 

Sega Power are really getting 
up my arse. They slag you off 
all the time when all they do is 
try to be funny, but fail miser- 
ably. They never do a real 
review without some stupid 
attempt at comedy. I moan 
what exactly is a 'tips nappy'? 
Oh yeah, Diqitiser ore poo. 
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MEAN YOB 



A Kitttwo twthinq up hi$ nipples (spetiai mwe?}by Paul Mftrsfc. 
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Enough, already! 
Paycheque lime 
now, though it can't 
be enough for sit- 
ting through the 
previous three 
pages. If you fancy 
another masochistic 
scene next month Til 
be here,; with a big 
cheesy grin. 




I 
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ACHIIU 
SEGA 
SPECIAL 
READER 
FF 
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i 



Please send me a copy of Mortal Ho nib at 2 
players guide* I enclose a cheque/ postal 
order lor the value off £ made 
payable to Emap Images Ltd* 

Source Code : BKlA 

NAME „„ 

ADDRESS .-„„„ 

POSTCOD E: . 

TEL NO ™„...„...„........„„„„„1 

To get your cepy of Mortal Kombaf 2 Officii! Fifty*™ 
Guide fill in the farm and Bend with pnynflfrnt to Mortal 
Kombat 2 Reader Offer, Tower Publishing, T«W*r Itaiiae, 
Sew e reign Park. La Ih kill Street, Market Harbour, 
Leicester LElti 9EF 



aid 



Q+A 



Just as the Mekon sits with his enlarged 
cranium, overlooking his Treen warriors, 
Steve sits with his oversized belly, poring 
over the crap drivel sent in to Q&A. Still, at 
least the Daytona questions will stop now 
that the gome is out on import, but a dis- 
turbing trend of 'Mortal Kombat III' queries 
has started, before long it'll be: 'can you be 
Kitana, because she was my favourite?' 
'Why does Sub-Zero bark like a dog in the 
portal to the garden of Kahn? f and 'Can you 
be Goro?' I can hardly wait. Still, if you want 
to tax my brain with the same five questions, 
please feel feel to drop me a line, as it really 
is great fun typing in all these letters. No 
really it is. Really. Just make sure you 
address them to: 

YES, BUT CAN I BE THE BOSS' Q&A, 

MEAN MACHINES SEGA, 

Priory Court, 

30-32 Farringdon Lane, 

London, 

EC 1 R 3AU 

And remember, lighting farts is both danger- 
ous and unpleasant to witness. 



MICK MILLS 



Dear St. Eve, 

Please answer my questions as 
it will convince me that you do 
read alt our letters. Oh yes, my 
big brother is also called Steve. 

1 . How well do you rate infra- 
red pads? 

2. Will Mean Machines ever 
print an a I Mime 100 best- sell- 
ing Meg ad rive games list? 



3. Any chance of spending a 
couple of pages reviewing simi- 
lar types of gomes — RPGs or 
strategy, for example? 

4. Have you ever heard of Exile 
and Shadowrun? 

5. Please rote in the order of 
overall, quality and lastability: 
Light Crusader, Story Of Thor, 
Soleil, Landstalker, Shining 
Force I and II. 

6. What are your thoughts on 
Scrabble ond Backgammon for 
the Meg od rive? 



7, What do you think of Flink? 

8, What do you think of the 
Amiga 1200? 

9 Please, please, please (I 
can't say it enough), add loads 
of games lists giving scores 
ond info. More people will buy 
the mag if you do. 

10. How long J^ave you been 
on MMS? 

1 1 . What did you do before 
MMS? 

12, How 'young' ore you? 

13, Have you got o big brother 
called J Trev r ? " 

1 4. Do you enjoy reading 
MMS? 

15, Where do you read MMS? 
Trevor Cooke, Faton Socon 

STEVE:!, I don't they're crap, 
2* Yecih, keep art eye ovt 
for it. 3. Possibly, 4. Yep, 
Exile's OK, but Shadowrun 
is a stunning RPG — sadly 
it 1 5 only ova liable on 
import. 5 + Thor, Soleil, 
Land stalker, Shining 1 and 

11. I won't rate Light 
Crusader because it isn't 
finished yet. Looks mighty 
good, though, 6, A waste of 
time, the board games are 
cheaper — unless you're 
Johnny No- Mates, thai is. 
And live in Bath. 7, Pretty, 
but dull to play. 8. A dying 
beast which is long past its 
sell -by date. Somebody 
shoot It in the head. 9. I 
thought I'd answered this 
one? 10, Too bloody long. 
About a year and a half 
now. 11.1 was Dep Ed on 
Nintendo Magazine, and 
then Editor of a sad rag 
called Megatech, which wm 
sold to a bunch of saps In 
Oxfordshire. Since then, it's 
got thinner than someone 
on a Karen Carpenter diet. 

12. 26* 13- Nope, just a sis- 
ter called Tracy who could 



be ugly for England. 14+ Not 
when it's at the proofing 
stage. Afterwards, when its 
printed, yes, 15. At my desk 
when I'm pretending I'm 
looking over the last issue. 

PETER 
LORIMAR 



Dear Steve, 

Please answer these questions. 
1 . IVe won fifty games in o 
row on MKII on the Megadrive, 
but still haven't got to the Pong 
game. What am I doing 
wrong? 

2 How much will Theme Park 
cost? 

3 Why don't offer a prize for 
the best cheat/letter as an 
incentive? 

4. Why do so 
few gomes 
use 

Flashback's anima- 
tion format? 

5. Are Monkey Island 
or Day Of The Tentacle 
coming out for 
the 

Megadrive? 

6. How's the Scooby 
Doo point' n'click 
adventure coming along, 
and how much will it cost? 

7. Do you think Sega will 
use the Sonic And Knuckles 
plug-thru formal again? If 
so, for what gomes ? 
Jan PhfJ/pps, Coferne 

STEVE: 1, Dunno. It 
should work, 2. £45. 3. 
Paul already offers them for 
the best tips, and Yob can't 
be orsed. 4. Because then 
all games would look the 
some. Besides, don't you 
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think Flashback is a little on 
the slow side? 5. Monkey 
Island is out for the Mega -CD 
on import, but Tentacle isn't 
due for a conversion at alL 6. 
It's looking fine, but hasn't 
secured a UK release date. 7. 
Probably not. 



TONY 




Q+A 



Machines II, Sonic Drift II , 
and Primal Rage to name 
but three. 6* Nope, but then 
driving a bus is hardly excit- 
ing game fodder is it? 



WOOD- 
COCK 



STAN BOWLES 



Dear Q&A, 

I am a potential 

Saturn/Pbytfation/A600/Al 200 
owner, and would appreciate it 
if you could put your vast knowl- 
edge into the following ques- 
tions. 

1, I am currently a Megadrive 
owner, and I am worried if I buy 
an A600 or A120Q that a) I 
won't be upgrading my 
Megadrive very much, and b) 
there won't be much software 
about because Commodore 
hove gone bust. What do you 
think? 

2. It has been rumoured that 
Saturn and Play Station games 
will cost around £50, I thought 
CO$ were cheaper than car- 



tridges? 

3. When you consider Sega's 
brilliant reputation in the games 
industry, you would expect the 
Saturn to be better than the 
PlayStation But when ycu com- 
pare Virtua Fighters to Toh Shin 
Den, and Daytona to Ridge 
Racer, the PlayStation looks 
more capable. Would you 
agree? 

Matthew Whyotdy Taton 

STEVE: 1, DO NOT BUY AN 
AMIGA! The machine is on its 
last legs, the games are 
dated and crap, and you are 
effectively downgrading your 
machine. 2. New systems are 
always initially higher priced 
than expected, but I dare say 
CD prices will tumble down 
— a darn sight faster than 
carts anyway. 3. Yes and no. 
Graphically, the PlayStation 
is better than the Saturn, but 



Dear Steve, 
I think your mog is 
brill, so pleats 
P JQrS£ - please 

answer my ques- 
tions, 

1 . Is the sequel to Earthworm 
Jim going to be called some- 
thing crap like Earthworm Jim 
II? 

2. When Theme Park comes out 
for the Megadrive, will you be 
oble to go on the rides? 

3. Should I buy a 32X or a 
Mega-CD II? 

4. Could you list these games 
from best to worst: Ristar, Lion 
King, Theme Park, Micro 
Machines II, Mr Ngtx II? 

5. Are there any good games 
worth buying for the Game 
Gear? 

6. Is there any news of a game 
based on the film, Speed for the 
Megadrive? 
Gareth Scott, Co Deny 

STEVE: 1. It's very likely. 2. 
Nope. 3. I'd wait for a 
Saturn, but out af those two 
go for the 32X. 4. Micro II, 
Theme Park, Lion King, Nutz 
II, Risfar* 5. Yep. Micro 



Dear Steve r 
Please answer these 
questions. 

1 . Is Cannon Fodder 
worth buying? 
Kitana is a sod on MKII. 
do I kill her? 
Shall I buy a Mega-CD and 

or just one of the two? 
ich one? 

4. Please put these in order of 
best to worst; MKII, Cannon 
Fodder, Zero Tolerance, Sonic 
And Knuckles 

5. Is Sonic Drift II coming out for 
the Megadrive? 

6. Do you know any cheats for 
MKII or Micro Machines II? 

7. Is Daytona coming out for the 
32X or Mega-CD? 

8. Is Kick Off Ml better on the 
Megadrive or SNES? 
Kye Gibbon, High Wycombe 

STEVE: 1. Does the Pope wear 
a funny hat? 2. Use an array 
of punches and kicks to whit- 
tle her energy away before 
she does the same to you. 
Special moves may help. 3. A 
32X, 4, MKII, Cannon, Sank 
And Knuckles, Zero 
Tolerance. 5. Mope. 6. Yes, 
loads. Thanks for asking. 7. 
It's rumoured to he heading 
for the 32X, but I reckon not. 
8. The SNES. 

PETER 
OSGOOD 



Dear Steve, 

It seems tat I can't take my 
hands off my Sega joy pod- In 
fact, I've only stopped a$ my 
Mum has banned me from it. 
You see, I had a birthday 
recently, and Sonic And 
Knuckles and Micro Machines 11 
hove been added to my already 
impressive batch of video 
games. Anyway, enough about 
me j I need some answers. 
Please tell me. 

1 . Is Sonic Drift II coming out for 
the Megadrive? I read your 
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review of the brilliant sequel to 
the utterly sad first game, and 
will go to any length to get it, 
even if it means buying a Game 
Gear. 

2. Is Chaotrx going to make an 
appearance for the Megadrive? 
I can't be bothered to buy a 
32X 

3. I heard that MKIII is only 
being converted to Nintendo 
systems. Is this true? 

4. !s NBA Jam; TE worth buying 
if you have the original? 

Atex Collier, Maidstone 

STEVE:! _ Nay, nay Gild thrice 
nay, 2, Nope. 3. Nope, Sony 
have the exclusive rights, 
but only for three months. 
After this, it'll appear for the 
Jaguar and then everything 
else, 4. Nope. 

NORMAN 
HUNTER 



Dear Steve, 

I am the proud owner of a 
Master System and o Game 
Gear. I'd be grateful if you 
could answer these questions... 

1. Is Earthworm Jim coming out 
for either the Master System or 
the Game Gear? 

2. Will Cannon Fodder come 
out for the Game Gear or 
Master System? 

3. Tve seen Rise Of The Robots 
for the Gome Gear and it lx>oks 
ace! Do you? 

4. What's your favourite Master 
System beat 'em up? Mine's 
Masters of Combat. 

5. Will Primal Rage be coming 
out for the Game Gear? 

6. Will there be any good 
Baseball games for the Game 
Gear? 

7. Is NBA Jam: TE be coming 



out for the Master System? 

8. Will International Superstar 
Soccer come out for the Game 
Gear or Master System? 

9. Please put these Game Gear 
games in order from best to 
worst: Rise Of The Robots, NBA 
Jam: TE, Madden, NFL, FIFA, 
Foial Fury, Ristor, Sonic Drift. 

10. What's the best MS and GG 
games? 

Christopher Hink/ev, So (ton 

STEVE: 1. You'll be pleased to 
know that Virgin are about 
to release a Game Gear ver- 
sion. As for the Master 
System: forget it! 2, Nope. 3. 
What, do I look ace? Yes, I 
like to think so. As for Rise, 
no it's utter garbage and 
should be left to fester in a 
bin full of ear wax. 4. I pre- 
fer MKII. 5. Yep, and It looks 
absolutely stunning. Well 
worth a gander, 6. Nope, 7. 
Nope, Game Gear only* 8. 
You've got more chance of 
getting Dayton a for the 
Game Gear — ie- none 
whatsoever, 9. Sonic Drift, 
NBA, Ristar, Madden, FIFA, 
NFL, Rise. 10. It's a new bi- 
format release called 

'Buying A 16 bit Machine/ 

■ 

BILLY 



Dear Steve, 

I would be grateful if you could 
answer my questions. 
1 r I hove Cannon Fodder on 
the Megadrive, and I think it is 
brill, But it starts off very easy, 
before getting hard all of a 
sudden, Do you think so? Also, 
is it likely to come out for the 
32X? 

2, When Theme Pork finally 



comes out, haw much will it 
be? 

3, I had Snatcher for the Mega- 
CD and I thought it was bril- 
liant. Are there ony more 
games like it coming out for the 
Mego-CD or 32X? Do you think 
it's worth an 18 certificate? 

4, Are Sim City or Sim City 
2000 coming auf for either the 
Mega-CD r Megadrive or 32X? 

5, Hove you played Dayton a 
USA? I think it is the best racing 
game ever, and spent £20 on it 
when I went to Blackpool- Do 
you think it's ace? 

6, What football team do you 
support? 

7, Is Doom II coming out for the 
32 X? I hope so, as Doom is 
oce. 

Karl Dixon, Cannock 

STEVE:!. Thafs called a diffi- 
culty curve, and stops it get- 
ting too easy! As far a 32X 
version, there are no plans. 
2* £45. 3. Konami are plan- 
ning a sequel, and no I don't 
think a few still pics with a 
bit of blood in them are 
worth an 18 certificate. It's 
just daft, 4. Nope* 5. 1 do 
indeed. 6. West Ham* For my 
sins. 7, Nope. 

PETER 
BONETTI 



Dear Steve r 

Please answer my questions or 
111 never buy your mag again. 
1 , Can you use Megadrive 
games, through the 32X? 
2„ Do you think it's worth get- 
ting a Saturn and 32 X? 
3- Willi you put these games 
from best to worst: Urban 
Strike, Theme Park, SSFII, FIFA 
'95. 



4. If I got a 32 X which gome 
should I buy? 

5. Is Chaotlx on 32X any good? 

6. When is MKIII coming out, 
ond what systems will it be on? 

7. What systems will Judge 
Dredd be on, and what systems 
will it be worth buying for? 

8. Please could you tell me five 
gomes coming out for the 32X? 
And make sure they're decent 
ones, 

9. As above, but for the Saturn. 

10. Is the Street Fighter movie 
worth seeing, and when wilt it 
be out? 

11. As above, but with the 
Dredd movie. 

Danief Mack, Down ham 

STEVE; 1 * Yep, 2, Stick to the 
Saturn. 3* Theme Park, 
Urban, FIFA '95, SSFIL 4. 
MKIL 5. Read the review and 
find out. 6» The coin -op 
should be out and about 
now, Sega versions have yet 
to be announced, 7+ 32X, 
Megadrive, and Game Gear, 
Ifd be unfair to give it a 
score when it isn't finished 
yet. 6. Alone In The Dark II, 
Black t ho me, Stellar Assault, 
Virtue Fighter.,, er, sorry, I'm 
stuck now. 9. X-Men, MKII, 
Alien Trilogy, Die Hard 
Trilogy J Inferno. 10. No, its 
utter garbage. B Lanka in 
particular is the funniest 
thing an the big screen. They 
should rename it 'Dumb And 
Dumbest/ 1 K II looks really 
good, but ifs too early to 
say. 

JOHN BOND 



Dear Steve, 

Please will you answer my 
questions, 

1. Will Theme Park be coming 
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out for the Mega-CD? 

2. If it is, when? 

3. Can you go on the rides? 

4. I want to design games for 
rr\y PC- Is this possible? 

5. If it is, what equipment do I 
need? 

John Bfewett, irajnfree 

STEVE 1. Yep, courtesy of 
Acclaim, 2, July. 3. Nope. 4. 
Yep. S + A book on machine 
code, an assembler, a com- 
piler, and bags of patience. 
An addiction to coffee would 
help, too. 

CHARLIE 
GEORGE 



Dear Sultan Of Knowledge, 
I am facing a serious dilemma 
at this point in my games-play- 
ing career. I have got a spare 
£200, but the question is: do I 
buy a 32X,a Mega-CD, or wait 
for a Saturn? In your answer, 
please take into account avail- 
ability of games, games in the 
pipeline, and the price of soft- 
ware: 

1 . I'm a huge, huge Star Wars 
fan, and I'm wondering what's 
the best game out of Rebel 
Assault for the Mega- CD and 
32X Star Wars Arcade, Also, are 
there any plans for any Star 
Wars games for the Megadrive 
such as the ones for the Super 
NES? 

2. I was reading a back issue 
the other day, and I noticed you 
said someone had storied on a 
game based on 'Fall Of The 
Republic', based on one of the 
new Star Wars films. Is this still 
going ahead? If so, when? Are 
there any other Star Wars sirns 
planned, and could you tell me 
as much as possible about them 
— ie. release dates, etc. 

3. I love games such as Zero 
Tolerance, Doom, etc. Is 
Predator Vs Aliens coming out 
on any Sega system, or any 
similar games planned, 

Jas Reed, Srtfingboume 

STEVE ! , Out of those two, I'd 
plump for Star Wars Arcade. 
As for plans for converting 
JVC's Super Trilogy, having 
seen US G's Indy conversion 
for the 5NES, I'd say it was 
looking quite likely. 2. Nope, 
no more news, A sequel to 
Rebel Assault is likely, 
though. 3. Nope, There are 
rumours abound of Saturn 
Doom, but nothing concrete* 




ALAN 
MULLERY 



Dear Steve, 

Could you please answer the 
following questions * 
1 . When is The New Breed 
coming out for the Mega Drive 
and how much will it cost? 

2 Should I get SOR 3 if I 
already have SOR 1 and 2? 

3 Is Maximum Carnage any 
good ? 

4, Is there any more news on 
MK 3? 

5, How does X Men 2 look and 
play? 

6, Could you put these in order 
from best to worst: Maximum 
Carnage, Samurai Showdown, 
Earthworm Jim, Mickey Mania 
and SSF2? 

Mark fre/onc/, Hoydocfc, 
Merseyside 

STEVE: 1. With Accolade going 
under, the protect has gone 
on hold. 2. Yep. 3. Nope, it's 
complete tripe. 4. See this 
month's news. 5, Didn't you 
see the review a while back? 
It's fine, just nothing special. 
6. EWJ, Mickey Wonia, 5SF, 
Samurai, Max Carnage. 



BOBBY 
MOORE 



Dear Steve 

IVe just been looking through 
the Mega Mart and some chap 
has mentioned the 'Master 
Gear J . What is the Master 
Gear? Something for the Game 
Gear or a short term for Master 
System? I've been out of the 
computer world of magazines 



and gossip for about a year and 
a half now so I'm a bit con- 
fused, 

Deni.se, Giilingham, Kent 

STEVE: No, it's a spelling mis- 
take by some daft sad who 
doesn't know his ass from 
his elbow. You know the sort 
— the ones who reckon their 
Dad works at Capcom and 
told them that... 

RAY 

CLEMEMCE 



Dear Steve 

I think that your mag is best 
and that no other mag can test 
it. Could you please answer my 
questions. 

1 . How do you make the goal 
keeper wave his hands up and 
down before a goal kick on 
FIFA 95? 

2h On FIFA '95, when you have 
completed a league, tourna- 
ment and playoffs, what do the 
letters mean that appear at the 
bottom of the screen? 

3. My friend told me that on 
Virtua Fighters on the Saturn 
the screen does not spin round 
when you are fighting like it 
does in the arcade. He also 
says the colours are very bright 
and bad for the eyes. Is this 
true? 

4. In FIFA '95 why is Florentine 
left out of the Italian side as a 
club team? 

5- Can the Ultra 64 match the 
standards of the Sega Saturn? 
ffrrandeep Sokhi, Southatl 
London 

STEVE: 1, Don't know, couldn't 
give a turd, 2. Dunno* 3, 
Nope. The screen doesn;t 
spin as much, but it still 



rotates around the fighters* 
As for the colour! perhaps 
your mate is just fed up 
because the screen is obvi- 
ously brighter than him, 4, 
Because they're crap I 
expect. Are you for real? S. 
Not at the moment, because 
it only exists as a small emu- 
lator for Silicon Graphics 
machines — ie. nobody ;s 
seen it yet, 

DENIS LAW 



Dear Steve, 

Please answer my questions (my 
name's Steve os well, funnily 
enough] f 

1. When will the Neptune be 
released? 

2. How much will it cost? 

3. Will it come with those 
money off vouchers like the 
32X? 

4. Will it play Meg ad rive 
games? 

5. I heard that there's going to 
be a 16bit Game Gear called 
the Venus. Is this true? 

6. How much will it cost and 
when will it be released? 
Steve Seel Appfecross 

ST EVE: Sharing the same 
name isn't that funny, I'm 
sure there are a few thou- 
sand Steves in this country, 
1. November. 2. £170. 3. It 
hasn't been decided yet. 
Probably not, though. 4. Yep, 
5. There was, but it has been 
scrapped, 6, Nothing — it's 
not coming out. 



Once again, another 
great array of letters 
are sorted, and can 
return to the great 
paper pulper of the 
sky. In the mean- 
time, I'm off to read 
the latest issue of 
Mega. I just love the 
way the print comes 
off in my hands. And 
on my backside. 
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ATTENTION! 



Mean Machines Megamart is for 
private advertisers only. Anybody sending 
hi a trade advert will not have it published* 
It will be ignored* your cheque will not b 
ashed and no correspondence will be 



carried into! Due to deadlines, allow six 
weeks for your advert to appear in the 



magazine 



JAP ANIMATION carbons for sale, 
latest titles include Sbeetfighler, 
Port 9 Rosso, Demon City Water 
Margin, leiraitt 1 A 2, Legend at 
lemntar & many more. Ring back 
on 0956 473233. 

MIRACLE IS a tanxiie wilh plenty 
el surprises! far more information, 
send a SAE la; 
STU, 375 Formleigh House, 
Uoghbereugh Park, Brixton, 
London SW9 ANt, 

MEGA DRIVE I with 8 games; 
Sheets of Inge 3, Streets of Rage, 
Robotop vs Terminator, Jungle 
Strike, Desert Strike, Toe jam and 
Earl, Busby, Super Monaco OP? also 
Menacer with 6 game pock, 2 joy- 
pods, 1 joystick £160, Leics 
[0533| 640504. 

MEGA DRIVE games -Super Kkkeff 
£10, John Madden 92 £1, 
Budekan £4, Starlight £6, 
Dungeons A Dragons £10 081 
398 4037 evenings 

MEGA DRIVE game Corporation lor 
safe. Boned with instructions £20. 
Phone £01622 747586 evenings 
or weekends. 

MEOA DRIVE and CD with Info Red 
joypads, 14 cartridge gomes and 
20 CD games, sellings for £600 
one. Phone 0462 814334. 

MEOA DRIVE lor sale • five excel- 
lent games • Mortal Kembot, 
S.O.R. II, Jungle Strike, FIFA, Some 
1, plus two A button joypads and a 
carry case. All tn good condition 
worth £315, sell lor £175. lei 
Q534 34400 and ask for Nick 
Jackson. See Yah! 

MEOA DRIVE and Menacar for sale, 
If classic games; Mortal Kern bat, 
FIFA Soccer, eft. Worth £500, sell 



ing for £220 one. Phone 01793 
490513. 

SEOA MEOA CD plus 6 grate discs, 
as new, original cost £500+, now 
asking only £200. Phone Gary 
0895 677140. 

BLOND, Well built and twenty year 
old male, seeking female friend for 
sharing letters, maybe more. 
Recently split from long*ferm rela- 
tionship. Mease reply: Mark Hewn, 
No.l Burroughs Piece Road, 
Sudbury, Suffolk CO 10 APR. Every 
letter will be answered. 

MEOA CD, 5 gomes f 100; Mega 
Drive games to swap. Bill Walsh 
and Baseball 2020 for Haunting, 
Zombies, Pete Sampras, Madden 
95, 94, 93 f EA Rugby, Winter 
Olympics, P0A turn GoH, Micro 
Machinesl, 2. Phone Mark on 081 
983 3B94 any time. 

MEGA DRIVE tor sale £150, 2 
pads, 8 carls, good condition, 
phone after 4.30pm on 0923 
440260 ashforShwrt. 

SWAP MEGADRIVE, 2 pads, 8 carts, 
goad condition for Amiga 500 or 
600 with games. Phone Stuart an 
0923 440260. 

WANTED: The map that used to 
come with Ultima IV. An original or 
a quality copy. Teh 0171 730 
2277 extn 2500 (day) 01903 
700984 (eve). 

GAME GEAR, 26 games litcl. Mortal 
(Combat, Sonic, Master System con- 
verter, TV Tuner, MagnHier, tar 
adaptor, £250 one. 0253 
876406. 

MEGA DRIVE plus 7 games and 2 
controllers. Games include Gunstar 
Heroes, Madden 94, Populous 2. 
£160 one. Phone 0603 662253. 



MEGA DRIVE game tor sale: 
Streetfighter II SCE, excellent con* 
dilion only £30! interested? Tel. 
Northwich (0606) 741 12 after 
5pm. 

FOR SALE Mega Drive's "Soleil" 
£35 one. Tel 0235 771407. 

GAMES FOR sale: Shining Force 2 
£25, VaylCD) £25, Monkey Island 
(CD) £18, Night Trap|CD| £12, all 
USA versions. Tel 0442 69378. 

MEAN MACHINES Sega mags for 
sate from vol.1 to vol.30 £5 a 
mag. Phone 071 237 1538 ask 
for John. 

GAME GEAR ♦ Columns ♦ Master 
Gear Converter + TV Tuner plus I'll 
throw in a Master System with 
about 30 old games, Lightphaser, 
etc. Ring 0181 886 5683. 

AMIGA 500, 1 Meg upgrade plus 
lets of disks, games, bits. Going 
for £140 wHh a keyboard and lots 
of mags. 0181 886 5683. 

MEGA DRIVE for sale, 1 A top 
games + 4 joypads, oil games over 
90%, including FIFA '95, SF2,F1 
worth £725 sell lor an unbeliev- 
able £315 one. Phone David an 
0181 363 1191 if interested. 

JUNGLE STRIKE for sale £20, 
Grandstem Tennis, Skitchin, Double 
Dragon £10, lero Tolerance, 
Mortal KembatnS, Sonic 3 £25, 
Menacer £27. Megodrive for sale 
with Pole Sampras Tennis, FIFA, 
new, boxed £100. Also Aladdin, 
Jurassic £30. The tot £290. Phone 
081 997 8590, 

WANTED AMERICAN adaptor far 
Sega Megadrive, also 6 button joy- 
pad and Streets of Rage II. Phone 



MEGA DRIVE games, Aladdin, 
Micky Mania, Shinebi, Mystic 
Defender, Sonic 2 and lots more 
£25 each, ask far Mr Zamon on 
01793 766174 evenings. 

WANTED AYRTON Senna's Super 
Monaco GP. Willing to pay £20. 
Phone John en 01684 564019. 

SWAP JAMES POND 2 or Super 
Hong -on lor Alien 3 or Global 
Gladiators. Ring 01484 546199 
after 6pm - ask for Simon Curran. 

GAME GEAR games, Shinebi £8, 
Chess Master £8, Allen 3 £9, 
Super Kick Off £10, Monica GP 
£8, Mickey Mouse Castle/Illusions 
£10, Olympic Games £B, Woodie 
Pop £6 and Super Vision with 3 
games £15. Phone Lee 081 848 
8859. 

MEGA CD boxed as new with six 
games including Sonic and Echo 
Dolphin and Lion King cartridge. 
Plays music CDs through TV, Hi-Fi , 
or portable player. Excellent condi- 
tion, phone Colchester 01 206 
844672 after 6.30pm. Only £225 
one. 

MEGADRIVE GAMES PGA GoH, EA 
Hockey, John Madden '92, Cool 
Spot, Gunstar Heroes, Road Rash 
II. All six for £60 [won't sell 
seperately). Also Earthworm Jim 
£30. Phone Bob 01980 653611, 

EVERY MEAN Machines mag since 
1991 April to 1995 Feb for sale. 
Ring after 4pm, ask tar Paul on 
0406 362727. 

WILL SWAP Sonic 2, ftohocopv 
Terminator for Mortal Kombal II or 
Mortal Kombal, Call Luke 01442 
833824 after 5.30pm. 




YES, T THOUGHT TP HIRE 
SOME FfclENPS FOR THE PAY, 
BECAUSE X PONT USUALLY 
HAVE ANY. BAH' PAWN, THOSE 
KEEN MACHINERY. 



\\m: 
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PRICE! CHOICE! QUALITY! SERVICE! 



these have made us one ef the largest suppliers 
of computer & video games in the country today! 



GAME GEAR 



MEGA CD 




ACCESSORIES 
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fliOO^c- £J9W 

Ioggekan,, 

Bombs £30.99 

sss-Hj-iaaefa . tthW 

tow £35.99 

Buhe&Squeail l\999 

6uKTTBtBc*c^T2...., £24.99 

Common Fora £35.99 

C.mvjm £36.99 

GOtfQMGN £16.99 

Pant DutK £32.99 

Dut$Q*Twu £7.99 

Ite&r Demmicn |Rcu™+«] £12.9? 

ft* Dn'sScob... . 

Di. RoeoTMc's Mt in tow Mkhm . . . £27.99 

Draft's Revenge „„ £32 W 

&(N¥i-Heai»v £35 W 

EHMwcswijiA £43.99 

Eccc 2 The TiHSDffwe £35 99 

EiomCHAWiOHi £19.99 

Fantastc Dezy & C:m: S?acmao 119 99 

FIFA ^5 ..£3599 

FIFAStfCB ±29.99 

Fiw £32.99 

G^nDco .....£17.99 

tttfflWi'94BASfWl £7.99 

IsOEClflif Hlijc 

toot with NGttM<N5fLi £39.99 

wtfsPtMj £IB.W 

EiirBoi' „,„„ 131 99 

,mf%m^^om „.X25 W 

, c{ Momma FooiBw 3 , 117 ft 

uwsst Paw Rahpage Ewtion 135.99 

Uwwo SwfR Bw< «.- iW ™« w ™H f £32.99 

Ktt&fl. £36.99 

KoOwtiKN , £16.99 

UwwOwHMan., . £19.99 

llwMMGij £39.99 

Lfhal Ewhceiis 2 , E3S.99 

Lc#,IQhg j £37,99 

LogVicNft £34.99 

tateO's Mar f 001BW i II B.W 

M^NOffiMCtfO 

,W£GA BflWlffiMAN £33 99 

MeghDracMdlse ,...£19.99 

MeaSw* 132.99 

toJusort 119.99 

M#C mil Janw's Aimnut , £37.99 

rVtoEflvvw £34 99 

^tt«D0N*fl^ £18.99 

Mao Miches 2 £35.99 

MiGHTr Max £1899 

M»TuKbMiAi2 £43.99 

MA Jim ToutHAj^t EDrmx „ £4] 99 

NBA w - "95 H6.99 

NFL Waxen '95 £36.99 

NFLauiEtuacOu £43.99 

NHL HoCFff "94 £22.99 



NHLHxifTC .£36.99 

pACEWAStflt £35.99 

fere 5miiu*Tenj5 £3199 

*GAToutG<tft; - SX.99 

fGA EuffiftwroucGaf..^ -£2fl 99 

Hit All 13999 

tofcSGFMDWKWAlH: £2f,99 

krnwx 131.99 

PcwaftwGBS £3499 

PtNQEOftol £19.99 

PtoeorFCTC*. — £36.99 

Psycho £35.99 

Radical fan £19.99 

RangeiX „ . £18.99 

Imlm 4 £34.99 

RkgfueIqvqik £?4 9? 

Ketnu. ,,£3599 

Road Rash 3.. , .,.,..£31.99 

towOT VS Tebmhatqi £13 99 

itav ton Racing JHlW 

ROOT KnGur ton™ £19 W 

R)jGfl-Wotip&F'95 £36.99 

Sawiai Shctjcwn £39 99 

Second Sumw £19.99 

Shawm ffiHE tost 2 £16.99 

Shmh&F«Ce2 £39.99 

SKEOtoKlEfr „ , £35.99 

Spkhm „„„ . £15.99 

Swish IV £16,99 

Swws £31.99 

Saa... ,.£38 99 

5gncI Knuckies £39.99 

Sow: I £15 99 

Sow: 2 £19.99 

SMtiiaffKAlk £32.99 

Smgaie./, . - ^ £3999 

SiftiS £35.99 

STteRACB tCAii 

SiJPEK Koc Of F £18.99 

5i.HB STflfiETRC+flBI! 2 £47.99 

SffiwsEi&rwErr C23.99 

Swocate „ ..£35.99 

T&LWJN*TCt 2: JUDGEMEkV Dtt £ 1 6.99 

T*r £44.99 

Tiff Tocra tm An Sfajs - £3 2 .99 

T** rmk ECAiL 

Joi!mii**l £19 99 

TCUGNwW BCHNG £CAJJ. 

TutLtS... £40.99 

IMCESSW IOUGHME55 '95 £32.99 

UUAMiKlS £35.99 

Vrium Bur £23.99 

WAJica „„, £4099 

MmQmg , £19.99 

Wlzikz £17.99 

Wamrtf £40.99 

WurxC^U5A'94 „, £16.99 

WWFIUw £44,99 

mu2 £36.99 

awTawwci £24.99" 

ZOGl [miirn i n iipii 'ii ii n iiiiiii iiiwii n ii . n " i in I 1 B.99 



CHuachxx2 ,£14.99 

C30iS«?T £15.99 

Dm Duck ,£24 99 

DfcE!" StfD Tfctf ^s;..,,,, £14 99 

DtAGCw £25 99 

D^wnEHtAWSr jf, £25 99 

fcco !■ The Tecs of The £25,99 

Emcelent CHzrr Coubcdon £ 25.99 

f aw Fjpt S^ck £25.99 

awASAi: SjfliMi £30.99 

uonRnG L. £25.99 

Mtfuw'M 12499 

MHEfMajGE3 £25.99 

MflfiTAi KowiAl 2 £29.99 

NBA Jam TojiNArtM fo r on £30.99 

PEif&WHAsTEW £25.99 

to Of rrtiRceOfi £2199 

RHW.„... KAU 

RcmdRaSh ^..,£13.99 

Robccoc „ £1699 

Swwrfs £22 99 

Scttc Tens TKXBi£ „ J25.99 

Dw 2....— iMi ,— „„.»„„— It .m.99 

SrAiW«s £13.99 

Simgmi £25.99 

Sj^i Coulwume £CAii 

'mithw. ecau 

WwtrOiTwa £13.99 

W-d«u>Cu»USA '94 £25.99 

WWFI* ,.,,..,.£29.99 

&MN2 : £25.99 



qriaHomba 



SPECIAL OFFER 

ffl EPiNJiOwMccui £154.99 



ANChft Wo»iD2.... S 


£3599 


Ba.twn Rehims 


£19.99 


SC Racms ^ 


£35.99 


BiAOc Hoe AssAur .„„ 


.. £1999 


B.3Q0 ShOT 


£40.99 


CadlacswOwosauis 


£39.99 


Cannon FoOtt 


£35,99 


CousEKuti 


£40.99 


Dc<mSwch 


£35.99 


DfiAOOHSLAJt 


£39.99 


EAJtnWMMjk 


139.99 


too 2 


£35 99 


of i* tertm 


....132 99 


fiBINAlCHAjitfKWS 


£CM 


f AWENWT 


£35.9? 


Faiai F^yS'Kw. , 


£35.99 


Fl«wMO£ , 


ECAU 


Hewm _ 


£28.99 


Leihm Emouzeps 2 


£32.99 


Mtta Race 


£32.99 


MOEftUNA 


£35.99 


MmG-" fo[m 


£35.99 


Ptttajl -. 


■.£29.99 


Rod Ram 


£32.99 


Rff : . Ajsmc 


£39 99 


ifi&aiH&RoioTC 


139.99 


Sam JtAJ toixwj 


.£3699 


5fN$»nSxett 


...£29 99 


Sunns Fan 


ECAU 


kU-EF |DLhGf Wi MASTfS 2j 


£23.9? 


.£39.99 





0299 


SohSrAi 


..£24.99 


Thunoshawk 


. . .£19.99 


W^iDCLP&Xf 


£35.99 


WmidClpUSAW 


£27.99 






COSWCOWMACE........ £46.99 

Doom £44.99 

GC4fMAC^W£j«toES EOUI 

Mm Head .^.^,,^..^^ irHmt ^ tmihHtmH M»,ii?.^ ! 

ttewkKmui 14fi 99 

Night Tw .£47.99 

SiwQrr. £47.99 

SOWS™* £CAU 

StajiWaisAkaee £48.99 

Sm Antmnutt £37.99 

Sra Wofoooss £37.99 

Sura Space Haiih _.£37.99 

Vw.HA£r* Depjudc. £4B.99 



JflGUWt * CfBBWtffr £559.99 

JaguarCD, Hew ww Mttl 

Alff N V FtEDKTDR £4799 

CAM^MFam E4099 

to*.. £4799 

Sikkwi , , £43 « 

TKBtf £43 99 



CAiifOiMAGArfE 2 £13.99 

CcciSkt £f4.99 

OfsmSnrE £14,99 

fc'CO The DoiFhk „„ £25 99 

Jjngu Bock £14 99 

Mqotu K 3 waat 2 £2999 

Swash IV ,. £9.99 

Swutf?- £25.99 

Scmc2 £15.99 

SitmsORAK £14.99 

WinthOiymfco £12.99 

Wow to USA '94... ,..£26.99 



GAME GEAR 



Panasonic 3DO 4 SwiiuK £364 9? 

GotDSTtf 3DO 4 Ffaoi to fee to .,£374.99 

FmSoccei £35.99 

Need^Spsd _ £36.99 

Sawlw Shqwewn 1 £3299 

Jwt Paw. £35.99 

UliPMMOMNNU 



PlAY All TOUt QASSC WSIH 3AMES 

ONsan-iitMAGTOffisli! 119.99 

AHBKAN/jAFAJfSE MEGA Dm COflttlDt 
PWV WFOfTED .Aj«K^ Ci: JAPANESE GaWE^ 

OMicuUXMEGHimE £19.99 

ho AaoNteiAi2 OfAi Cmtwge . £37.99 

(km Gea4 Action Rhwy Cajiwgi ...£25.99 

rfcADHH 2 JOtlAD 9 limCi^ PAD WTTHTlJSSC^fif. 
AJLTDflH AND 4 10W MOUCN. BUTM AflCXVZ 

ah immr sm:mi m 3 eha 
HBCmroNS our £13.99 

Ultu.2 h I JowAfi- Woks on boii* Wtcwfl ano 

SNES • 6 BUTTONS WTM TU«C H AtfO Fit 51QW 
WHOM AM} ADHD MA* COhTKXJER £1 4,99 

fluasor Pwon 3 £9,99 

SBunfrMffl^Pu £6.99 

Sa'Hp: MfCAMAsm ....,£19.99 

Sega Mega Dug Moust ■ essentia; foi games 
'Wtii ]Ri AClWffii 50CH A5 Canson Foooei, 

UttWNCS, S*O0tfl. COWS Wmr ITS CWr 

mouse ma'. -SAVE £101 Cwiy £19.99 

Mega SaerCAHEi (skft 1 o« 21 £1 1.99 

SsGa4W*yT# £25.99 

■ ■■ttllltlllitlM|*|||*||*t|| 

Fill MEMBERSHIP 

*j| F*rj<«t ifldudt VAT. 

IRII MEMBERSHIP ^ W FILL IN 

pOUt DtTALS ON M OflCER. FORMAT 
' TVC BOTTOM Cf THE PA-Gf NO 
P^CHASE NECESSARY 

00CRA FAiTKUVFRTf, 2 3 WOfiKlNG DAYS 
ON STOCK JTEMS. fl£ASI AUOW 7 DAYS 
FOft Clearance if sending a chf«i.e 

FT] ALL ITEMS ORDERED FROM US ARE FUUY 
y j INSLRLD AGAINST LOSS Ofi DAMAGE 

I ALL GOODS Afl£ FUUV GUARANTFFO. IF 
ANY ITEM DOtSNT WORK IT 
1 SHOULD. Wt'LL ftEPUCE IT IMMEDIATELY" 

AT NO COST TO YQM. 



0 



0! 



0 



1000'S OF TITLES AVAILABIE. F YOU 
CANT SEE THE TCAA YOU WANT. PLEASE 
RING AS STOCK A*KIV E -S OAJLV. 
SOFTWARE AND ACCESSORIES 
AVAILAili lOfi AU MAOllhtfS. 




^Tj OflDFR «y PHONE, FAXO« K>ST. 



Frfa [Am fgo) - £3U99. Theme Park [3DQ) - £3S.99 r Super Sigr S fll «r (Stte^ ■ £39,99, AVP jiag) - £47.99, Dark Forces (CD Rom} - £33.99. 




£><Cuf Out This order form and post to : 
GAMEPLAY, UNIT 11, BARDEN CLOSE, 
BATLEY, W, YORKSHIRE WF17 7JG. 

CuSTOMEfi NO;|l« AppucaheJ 



I TEW. 



Machine 



Price 



ry\ LINE* OPEN MON-Ftl, 
kf 1 9AM-7FIM SAT, 1D.30AAUPM SUN 



ANSWEBFHONE ALL OTHER T*^S. 

C*OER BV CREDIT CACD, CHEQUE 
PQ&ki ORDCtS- Oft CASH {PIEA5E SEWD 
CASH IN A MASTERED ENVELOPE FOR 
YOUR OWN PROTECTION 







c 






£ 






£ 






£ 






£ 








-L'stage l FREE cn dl accessone^ and P&P 
crcar; qF r,: p rfipn nrs il^fn FIp.i?p ADD 
£1 fef order* of just one softwra Hhi, TOTA L 


£ 
£ 



Cheque 



Postai Order 



Card 



0NEXT DAV DEL'vESY FCft ORD€?5 
UP TO £54. £5 FOC ORDPR5 OVER £50 
PLEASE OffDER BEFORE 3PW TO ENSURE 
IMMEDIATE DESPATCH. 



Card Number 



Expiry Date / 



Cheques payable to ■Gaineplay'. 

Frkti tQtf*t\ Hi lime nf gmng in p^pss F A OE. 





imn 




lite Lata 



BEST BATSMAN tN THE WORLD 




■jrruU.LT UOtMUli ^hm, i 



Sportsmaster 



L-cmhcI drSestEnlarpwB Ud- lor pLi, fitment DRlVC SYSTEM 



0m 



rtsmaster 



OUT 

MAY XI 



Codemasters 4 



Lower Form House, Stoneylriorpe, Southern, Warwickshire CV33 ODL U.K. Td: INT +44 (0)1 926 BH 132 Fax: INT +44(0)1 924 817 595 

© I m Hi* (od»nW5r€« Solh»Dre Campony. Irion Lorn Crkksl n n Irafemark ol (odBmaslBn. Scyc ond Hegn Drive are Irndemnilu of Sega Enlcipriwi Limned CniSemcvlerb ii lAiny iht Kodwinrb purjwmr lo n litenee. 



